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mm-th (ST4, 5) . M^jIl'^ftV^:/^ mt^ix-tz) 
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7) K«':^§y-^3rwN'-fc:3:S. 
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(CPU. 



— zfrr. — , 
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X. m^<7)nmm^smmi,zmmL. smmi,zy-j^^ 
(Dmm ^ m&^^zi^-tum%m^n. t.m^L tznma 

^fc-r-s.f»*3a 1 x(±ff*jR 2ffimioy'-A^a, 

«i:n^^2iBtt<0^'-AgSo 

^is^-r c h ^w&h'thm^T^ 1 x(±^*3i 2ie 

h\^k±w\mi^wmm^mw^i,z'^^w. i ^osuif**] 

, SIR Li-zmw^mwh h \ ^\immmi'^mm'& 

tzk ^mt-r 5is*js 1 xjit«*« 2iB«oy-A 
iia. 



[ mn^m 9 ] HfriBS!R*s«i , x:b ? fiJt i: «e 
-rs^^^*^#$i^7tHIfiB^t^l*3iSv>{±B^rlfiM*«s$:S 

— Aga. 

1 0 1 mimmmT^ma. ss? Lit^ni* 
\,-^tk^cDmm.^^-t^-^x^^yhiz^':s^mm^mT^ 

I m^m 1 1 ] mm^mi^h ?> v Mimmmi^co 3 - 
1 oiaKi7)^r--A^a. 

[fi^Jii 21 B!iiB$iJ«iKT*g{i, 8iiiBjEais««oja 

a, 

[ it*Ja 1 3 1 BulB$ii»IIT^S<i , 0r^c7)ii#raSia 
L3t i: § tcSMjSliS«t= i ^*i|«5:^T§-tt 4 ^ i: S:«f 

mt-t^m^m 1 x(iii«a2iB»^oy--is^a, 

XT^'x^'h. jai^*-'«S?t^CH>iiB^I&{*:S:fflv^T^- 
^XT^-yrt , Mil?LfcmfBf?i!J**-'m^c7)^fr^iSjt 

aisA^'jffi-^t aiRL7tfilBfl«>«5*iHuiBBt«cOfi 
atci&o'< «^#-pTSS?L^cMIB»»«5<^$W&iSll8 
1 , S!R mlB 

commimm^izm-tm2cr>^mmmxy- /rt srit 
a. 

[ m^m 1 6 } B?riB#ipxx ■/ rji . huibii 1 cr,f^m 
u-xizm'pmffttm^co&Mt^m^b^iz, mm 

I 1 7 ] Ml By- a^Xt- y TJi , B^Hco^ 

mzmmti^mf^<^VEt&/-<^:<-^^^{t^^th^'^^ 
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ii;c. ■& c: i; i: -^-f. 1 4 ieS5<?)^-'- AcoJira 

g S: -i. C: i: J: 0 mriE>' N°;^ * >- h 2:**^ ^ C i: 

T . mtiy-j^mwii. m»m i Tbst^^a i sy.^-nx 

[fi*Ji2 3] MiEi«ftcoy-A^M«±. m-eix. 
t i'\mt-ti>m-^T$.2 oies5i7)y-Ai/xxA. 

[1**312 5 3 jfia^B^ , 1 -mmim 1 3 

-Afc#Jp-rSS'JOiS®#*H^;ti: see, -l-cOSiJiOia^ 



z<numm\>zWi&Ltzim<nm:^i^ 
mmzwmy-Mzm\[^'^x . -ecoy-ASr^^it 

[|*««2 7 ] HuiB^-Aji, y-j^^±.xMm\,z 

Xhm^i:no b'>^^y-AT'$)^l«*Ja2 6 IS 

mi<zmx.t:>ixxy.-^hoy\ia.—$'mm-thwmtnm 
^^h^^x'hhmim2 7iEtt<^y-Av'X7^A. 
[i**«2 9 3 mtmrnMrn^^mi. mm k ^^f t- 

<^f^-ji}mm^fitzt%i,z^ HuiE t'v-^y-Aio 

tm(7)mMmt ^rMttzmimfz^wmcom^^mM 

A, 

[»«« 3 0 3 Mia K 7 ^ h>^y-Aco-^H 

-ri. KHT'^)?. If 2 9fE*ewy-Ai^Xi^A, 
[ imm 3 1 3 isa^7)ja®#*>'sv Hcitfficoy- A 

B(nBy-Aic#jirrssij<7)^^«*H^7t t # iz. ^com 
cois^imi0.mzmsiy-Mzm'pm\i^-t. mi^ 

-A£7)-^SEHoit!iS*«y-A?SISLhT «fT Ltzb # 

tc, -e^oy-Aco^flg^SSr^^S-tir^-oMiES'jcOiegi 

mmizm.&vf^mm(Dm^i: eiswfcmiay-Atc 

[000 13 

m, y-j^mmRv:y-j^mn:timizi^hK) . »l< 

mciE?^ L-c^-^±Sr^»?-tt s y- AosaafcM-r 
stcoT'fcs, ttz. mm^miffLx:s.\>^izmttiti 
m^<^m.t^imt . z comwmx-^xm'm ^znmt 

0 y-M,->xr-M,i5Xi/^cr,y-M.y3mi,zm-t^i><^X' 

[00023 
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[0003] z<7)mc^y-j^mmii. mmm. mm^ 

[0004] '^^cr>y-M.mSii. mm^X'O^ffaiiLX' 

[00 05] ^<r)Xo^^m^<7iy-M.mm.<r)-'^mt l 

[0006] 

^y-A*^^I&s d t^:^^t^^<r>mm^mx 
h^fz, mi-it. m^(r>y-M.mm.i3m\>Mzmm^t\.fz 

m^^tLt. zmM.xm(.c^m.m^ii<y-j^^m^i-z 

^y-j^mmx'it^mm^x'm&.^^^mzm>t tznb 

(,zmmx:?-hi)mmx'h^. mm. mjizAXxM 

AWxrc b ^ . mmizt^^ -oxLt-o fzy-Mzmn 
{±, mm^^tmi^x hw^^x-m^tdnx-h^x. 

i COT' $)■?., 

[0 0 0 7] iTt. n^Y=7^fy-Mzi5\^x. y 

t is^ I. '?)V^y°u^ \,zi5 v-i-c {i , y- AcTjMS $ c7) 



^X'fzmmmi,z{,i)-i3^hi^i'm^m^T^^'>^>hizj: 

[0008] io^BB{±, t-ii*6mm^m^-r^fzMz 

T-mm^y-j^:^-^<~t:mm-ttz t<r>x'^h y-M. 
(n^-)imm/y-j^mm^m^-ti>:it ^ awt-r 

[0009] ±^^7) i 3 1;, gl:i?tf0^i$j^3^£7)y_A. 
0iJ;i H 7 tV^'y-Alcfc V IT , t ^ -5 tzA.y-h.i)^ 

tfO#jD««i:IBl(craJ& $ ilTt y- A {C{±#JD-C ^ ^ ^ . 
I 0 0 1 0 ] ClcOirtgy-ATti. H5-f fy^'y-A 

':>t.'o, mm'.ziihnmy'v^ifim'rhixhm^, lo 
#iii#<03ftiD (^#) J . fcitx ry-AS^j coxt^ 

k\.^-ifzmmifi^^ixX\,^tz. 
[0011] ei#<50K5'f bV^y-Atcifcv* 

Tti. y-j^:^-jmi<zmtz^j:^ixm^mo {m^h) 
ff)x\ mm. m^<r>y-ATimz^j:'^fz^m^izt 

ota. ^m-hmhi t^^ommz^t^^y-j^t^j: 

Kf^^itfzy-j^mmx'ii^j:\,^cr)x\ :hmcoh^m^ 

[0012] dtfO^Bjti:. *»*>S^SS:P^-r5Jtii^tc: 
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[00 13] 

m^^ivfcmsmmf^<7imm^jm^izif^n^it^ 

[0014] :iff)m<r>\y—yi.t LTjJt-u— m±.<7) 

#2>. Ltzif'^'X. msm<7)^m^zi)-i)-t>h-r. y-j^ 

[0015] ico?|BJtc^.S.ir'-Agg{i, i^*6^i6^> 

^ifimiiR LfzmmiWM(r>mmi:m^^i,zTf^-rm'sm 
^f*l5i: , mmLfznw.'mt>m^<r)^n^mtz Ltz t ? 

[0016] c:<7)ac7)y-A^atc{±. i^raiisiJiiB<7)fs 

{f, f-y h-f >'>4j(7)^fi|st:'j,-S.^i:i>#x^ix-g., 

[0017] c:<o5&BHicfS.s y-j^mmii. mtmn^ 

je®i*<^iimcJ; 0 , MtR^tLtzmimmii^h^\'H±wi 

i^mi*^^mi^'''^y^—f<r>mmcr>fzib<^m^(mm:^z 

[0018] Jaj|c?);i{7-U— X(C*3V%t:f .y h 

w vtf^iiht)\ z.i\.^y—Mz^'07sivfz%,<^X'hh. 

-tl.. >'N'5;^-^'S:ai0§-li-.§.j!!iH|i: fC«±, mUiij 
ti«l&Xx-y7^Offl»&«0«««0S«?, ^«fS, ^» 



[0019] ^<r>%mz^hy-h.^w,t. mmm^ 

[0020] SS® • ^*^fl^*fJ -b y h §ix 

S t. X'n\.z^\t Lo-:f{t I) . 9 y i L7t 1^ \,zm^ 
\iZ^h\t^tzW£}£%>^<r>t.tMh, Ltz-tji^X. 

[0021] z<r>^miz^^y-j^msii. mmn^ 

[0022] *fi=^.|.f^«I«!^<^St*i-^^<7)T\ SIC 

[0023] do^Bjtcffi^^-'-Agati, H!neii^f^ 

[0024] Jt-'^l^-^^^^i^f^^l^am^ 
[0025] c:<?)3^Ha{c^sy-ASS(i. miie^tR* 

miiKLtzmmmwhi>\'^imsm^w<r>^m.i: 

mii:^it^-ttmm^^^b-i:^x.hbbiy\,z. m 
m\m^mm^tiK mm Ltzmtmmw$y ^ v Mi buibj* 

b . msi i^tzmi^miWh h V ^mm^m^<n{m. 
bmiMim'^m'a-rhm%<rmMbim< ^rv^h # 

[ 0 0 2 6 ] :5rt5. mmmc.i\L^mii&m.<7^m^x'\i 
[0027] siRL/cHtrie^i&*(±u-x^j-c'*)i.*- 
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^miz^h, 

[00281 zcr>^mizm6 y-j^mmii, mmm^ 
[0029] mtii, mi^co^^ij^'tcnttMcDm^t 

[0030] c:c7)5&B3tc^i,y-ASi:{i. HtriB^jm^^ 

[0031] zco^Mizg^^y-j^mma. mtmrni^ 
^<7)&.m.i:m^-ti>zbi,zx ^mi^-^x^'^yhir^ib 

[0 0 32] f]-V-7.X'\ 

^<mM^^<z)i\.zi,^ + \^ix. \h<mM.\.zm^ 

[0033] z<7)^BMiz^ty-j^i^ii. mmim 
T^mtK mmm^comm^mzm-rt^^^^mn-t 

[oosA^mut. ii^-{-yhm<r)y-Mzi5\^x. n 

[0035] z<r>^m\.zi^hy-j>.mw,i. mtmmm 
i^mK m^<r)^mm^Lfzb^\.z^^ms!^i.zxh 

[0036] V^imt LT . mUt. 24^^U-X 

[0037] z<7)^mizmhy-j^<o>)&m:mii. im 
m<r>^mi,zf}^i)^h /i>^^-x y-j^ifiim Lx^htih 

y-A<7mmjjmx'$)^x . mm^:b<u-^^(7)mm.(^ 

m.tRi-fzmti^mt^?:m^^x u-xizmstthmaxr- 
-yTt . ws{Ltzwiimmwi:^tsmm<r>^mmz^ o 

X'hh. 

[0 0 38] Zcomni^—XtLX:^—^—^^ M±.<r> 



[0039] z<7i^^iiz^hy-M.(r>9m)imi. isne 

w.Ltzmsd.nmwti^mmi'&<mm.i,ZT&-i< co^w-^x 
MViLfzmm^mi*i<7)mmi:Tmmi.z^i^ i 

»L, S*l?UcmieSJift«a7)»J»S:iB©»t;:^-tlS2<^ 
[ 0 0 4 0 ] ^ris, msi^dm:itX7--yyi,iim(r)m^ 

[0041] miKbrzmimmiiu-x'px'ih?>i)^ 
^, nmi}^<7)ijmx'^mzx^^-hmm.izmL. 

izmm^fi-^t^'jii^ti^h x9~ v\mtx'<n'mm^ 
mni^ficryttmmw^mi^^^zuzii o ^m^z 
xi'-h^m.^zm-h. mmtfi^\w,mmw<r)m!iii: 
^it^'thzuzi*)umzx9-vim.i.zmt. 

{f, :^-U-XI,zii\\X9W^Vvy)V^%^^'^XW 
±.^^, mi.l,tV-y:f}—M^ZX*)m^\\^XXi$>-\'im. 
f.zwt. 

[0042] z(r>mmi^^y-j^cr>^miimii. mfie 
y-j^wm,x7--yyi,K v^^<r)mmzpi■\^■mtmmw<r> 
'&^f^'^yi—s^^mc^^t^f^^^-^'m\Lx^yy 
t, mmmc^mmzx'o. mvi$rLfzmtmmi^?:^m 
j'i^M-j^com\BcDfziib(7im^<^(iLmi>z^m^^^wk^ 

-X{cSJi$-^S«i§X-r «y r t ^ fili. S t COT* S . 
[0043]CT;t{f, 3^cO^-P— X(CfcV^Tb* y h 

y¥ib htK ztLi y-Mzm o xixfz t co-c-S) •& . 

i>cr,X\ y—Mzii\^Xi:,^<^WSm^i:l.^y—i^B> 

-th, ^-^=7 :!<-9^mB^^i>9mtLxi,t. mui/j 

{i«i*&>!.x yr-C'COffl*^coM«£0^tR. ^B#ra. ^Ift 

[0044] ^coi6BS{c^s>-'-A<7)jjia:ft-&{±, Buie 
y-A5r->'N'-«ffli;^x yr*>\ ss?L/c^»*^ffico 
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[0 04 5] :iff)mm^^-j^mmijmii. mi 

[0 046] A-X;^'!7yKi:. MHi. ^-U-Xt'l 

iihutizx'o-i^tii, y-M^mitkmi^'^^^'^y 

mm^^Mmiz-t-yh^tii. 

[0047] zffymiz^t y-Aiiii{±> ir-Am 

tixmmt ma i-y-^mrno mmmmt 

Mzm<omimt& t oxhi . 
[0048] :immmiy-j^mii. mmm 
f-h.m>'ifti:< t ^\^tixPi}-^^]^-xmmzmt 
immxmmmmtmmmt. mim 

[0049] mmmi. u-xm^'^h^x^'^im 
mwzmxmmizt -yxm^z^^mmm^ 
ti>« mii. mm<r)mi)^:k^ii-tnmm±^zr 

h y -/jvim^ttnumm^m i . y- a ^ 

[0050] ^(Dmmhy-j^^mmii. mtmm 
d^-misK tii^ii. u-xcomi^zmthm^m 

[0051.] mmi. mm. mm-y-xhi 

[0052] ^(7)mm^y-j^mii. mmm 

*)'Mxw^f-:^mmi. ^timmmmim 
{4. im^ixtzf—i^imy-miziiiij-titth 
t,z. my-mx'm^tit:f-^i%\n. mm 

mmmm^'f:^jizmr^tsi>(^x'hi, 
[0053] f-^mmm^mmx-nhti. i in 

mizx *)mnmwtir>-^t'<-x^T-i^.i:m 
u t^x(r)y-mx'M^<of-9imxti, m 



CD-ROM. DVD, ROM;<?- h 'J 
y N' 7 r U ^' •/ 7 7 r# # «0 R A M ^ ^ U - hU 7 
V. 797xa^^U;*-M;>/>'\ :i^»^ttRAM;^ 

mzimm mzf'J9)Vr—9. myyjx) *iia 

$%^fiX^^hii<^Xh'^X. #fflrn-t 

{>(r)X'hh, tti. mmmz\t. mm. mm 

[0055] mmz^hhf-J^'yXTMi. m.(^ 

mmii?'m'^zm<r)f-Mzm)\Lxnmx^hf- 
j^m^mt. mt-hmity-Mzms:thmmL 
^A^i^jti: ^m\<m^mm\.zmiy-j>> 

mL^^mwzWL'ktmmm.mt. ^mm 
m^zwi^itzmmm^: mmzim'f-Mzm^ 

mitz^h^mhth, 

[0056] zti\,zi y) , m>mmmm\^^mn 
^}^.t^hmxmz'r-uzmwt'^ . Si^y-j^t^u. 
^ 0 -)Wz^^X'mtti&r^m,mzmm^ixhdm(r) 
-'^m(r>y-Mz^<r>tt^^mm y^<t ix^\ 

m^mnx't^. 

[0057] mm. mi^-Mi. ^-a^isuit 

vy^ t'yyy-At^mx'^ i . 
[0058]$ (,i,z. mimi^y-j^mfm<7)~mm 
i^xrmi>zmhhx^^t^y\^x-ymm 

mmii. m^j:m^mmmizh^^j:f}^^. m 

{zy-Mzmnx^. mm(Dm<7)mt/uzmt^ 
mx'^h. 

[0059]? ^i,z. mm^mm<r)-^mi. 
iuisH7'f \iyi^y-j^<^-mmmii:^mi-m 
mmt . zmimmwz t ^ iz. mmYy^ t 
yyy-A(Dmt:mhmmt. zcoy-j^m 
i^^^tzmizm^ ix^^ itzmiy-j^^^m 
mm\mtmmm\mtnnx.tzmmtzmm 
mmm^in^Btmii, ztuzx*). k 
y^t'y'/y-Ammmmcommi'zm^^z 
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[0061] ^wmz^iy^ y-j^mrfmi. ^m.<^ 

j^mrfyjmxhK) . m'i'*^f>miy-Mzmta-thm(7) 
mm^:h^^-^fzt^ iz. ^(^ntKTm&m^mmji.zmsiy 
-At:^4'#jD$ -ti-, miiy-j^co~^^mcr>Mmt^y 
-M.^m±.x'mTLtit^i,z. ^<r>y-M.cr>nmMm^ 

mtr'smmztnMiy-Mzma^-^x . ^coy-j^^m 
m^ith. zti:nmt-r^. ztuzx'o. ^coy- 

[0062] 

mcr)mm<nmmiz'^\'^xmm?:mmLxmm-t^ . 
[ 0 0 6 3 ] m ti, :^^mizi^^mmmmmRz/z 
tiim\''>tz y-M.ms<^~^m<r>mm<7)mmi^-r 7*0 
•y^mxh^. z<r)y-j^mmim^mmmtLxy- 
A^g**i 0, x:fjmmi 1, ai:^siai 2, tv^ 

1 3 . Xb--;<f 1 4 , ft^lfPl 5 , RX/V-^T--? 
[0064] ^-'-A^S** 1 Oti. CPU (tt>ifeM^ 

jaa^a) 1 0 it:^-t^kbhi,z^ ROM102, r 
AMI 03. ^^yi^mrni 04. Aai:b'f 
-^106. o-zP-r-tJ'SIS^S 107. tffiJ^x 

-tj'ROMi 0 9. i/^^^j'^'f-ri 1 0. m^r'-^ 

ROM 111. «asai 1 2. x^:^f-^7-'-:S'RO 
M 1 1 3. x^';^f-W-yrRAMl 1 4. y\^—M,J'< 
yyr 1 1 5. Hffll^^Sl 1 6. -etf. D/A^ 
^^1 1 7&(iS;iTV->S. 

[0065] CPUlOKi. ^<Xy^ yi:'fi-LXm& 
c07-a:/9A^i:5:iB«LJtROMl 0 2. ir-:J'?rfe 

'trr-i.RAMi 0 3. ^^y]<mmi 04, Aai:'3^ > 

:J'-7i-;?,l 0 6. x^a—jUy'—iS^mM^W.l 0 
7. SZ/i^':tP<:?^-fif 1 1 0^^«S^$i^TV^S. RA 
Ml 0 3{i^N'>y7Tffli:LT«ltg$ii-^t,c0T'. i^'^j-^ 

rJ-^-f-ri 1 oic^t^§#a3vyKio»2.;^ (jj-yy 

[0066] AiK:^-f >'^-7x-X 1 0 6{i:A:'3gi: 
1 iRX/lii:h^m.l2izmm^iiXiiO. ztuzj: OA 

TCPUl 0 Uc5X02.in-l.ti:i,tc. CPUl 0 1 



'»-h'^ai 04tim:^ii1iill 0 5$r/i-fCXb--;^ 

1 4 {.zmm^tixa ^.^^v h'sii: 104 t'^^six 
tdmm^t^'^-hw^om.. x\^-fi\A\,z^-i.hf\. 

[0067]CPU101 ti*5|BJ(?)||S|iOJ^SiT'«. 

ROMi 0 2\,znMy^fzrvi^vMzm'^\^xx-n^m. 

I l*»<^.tOM#fl-^at/i|fe07'-:J'ROMl 0 9A»^>(7) 
Sej^T-:?'. •?-tT»«7'-^'ROMl 1 l*><i>c7)jett 

^m^'o.A.x. mBt^t<r>^tz^ mm) m 
cr>mm^zm.m.Ltzhnx\ mi.zmL<mmt^. ) it 

[0068]CPU10U±, -«tC*-¥-^M^i:li?{f 

cpu(±. m^^-9KOM 1 0 9cDm&comik 
"f- ^ t m^^'- ^ R o M 1 1 1 <r)^m<m^^- ^ sr 

n^ih^i-. Ki}mm,z^t.tzms.i:Zlxt:,'T-^',z^-i. 
T. ^<nmkMzi5\^xWM.cr>M^WMLX^fi-th 

mis^^m^-th . ^ co^(ijMS#*«»f^T'# s ami: y 

[0069] «co^»H-fl:{i. A:'3lSa 1 1 ij-hcomSL 

1 1 0 tcti^^ns . c p u 1 0 1 c{i«^w^<^^c46 
i^*S:i«P3tTVP-c^«t;tx-:J' ^lais-r'S. rom i 

0 9 /}mU^tL. bfzii^'o X . f'lib&iibfzT-:$'t^C P 
Ul 0 ItSt^ixS. 

[0070] Zcr>b^(7)CPV 1 0 Ki. ifcLT. *t 

^i^bLX(^mi>ziHf:i,4mbi&mbc^mmmM. mm 
±<r)mm(om^. Rx/imizfiitxMbmmmb<7)mm 
m^^n o i> criX'h 0 . LT . z com^^mcomwm 

^■oX\^^. zcn^^. CPUl 0 i6cJ;»)«tcM-rs 
|i]t<CPU 1 0 lt^-^i.A,a^ i plc$ixTV>|,*> 

cpvcoimnm^&mLx. zcr>'^fz'om^tpx 
*)mnzmfT$tii>, 

[0 07 1 ] i^^j^ffy-f-fl 1 Oim^y'-^fROM 

I I iRt/mmmm.! 1 2tcjggg$^tv^s. j^x- 

^ROMl 1 llC(i. ^<?5;Ky::f>'<?)ffl;?i-&iyii-*»4> 
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[00721CPU10 KiROMl 1 1 cOx-rJ'tca 

S^s^TT'JVi/^Srtfp. iJ:*-^-?:', cpuioi 
[0073] z<7)tzi!bi,zc p u 1 0 1 ^com^m 

<7)VXhb, ^V:^ymcn)V Xhb, ^LX, ^Od-y 
®Mtt«UXV«5:ROMl 0 2jf)>^>S!;^*.a:tf, 

CPUioiti, Ztii^cof~:^^'J:^^i^y^-f 
icjg-r. >''5f^^'7-fif 1 1 OJiCPU 1 0 i*^^>ai^ 
tT-T < N U ^ XT-fg^^^T-fcr - ^J' i:mm^ 

tX. ^hf,Z2iX7t^') y'^>"/imnV. 3<!K7t^ 

■^X'cov-iv v^mm^ij^^^&m^^z^ Lfzf- 
[0074] mmmm. 1 1 2 {i^j^LJt^j^s^coj^ 
1 1 5 tcm^jf.!. . zcr>r-C'x^\cr>^'o\^{a'^ofz 

i9HS?Sl 1 2{±x^X^^7'-^'ROMl 1 3Zl 

tc. 7^-AyN'>y7r 1 1 5{,zmm.^ixX\^h. 
[0 0 7 5] *fiJ^7'-:?ROMl 0 9t;«i. ^fcifejgi: 

ROMi 1 Hcti, ^ffmmcomm^m^-t^mmz 
mtx. jii'ommiz^^^titir-is^ti^tm^tix^,^ 

[0076] Xi^ o-;Ux- ^W^mM. 1 0 7{i^C#:^ 

1 6ai>'D/A^^l 1 7t:^tXTV^- 
^13tc:M-g.. c:aicj;0. y 7r 1 1 5tc 



T'-^i^^^SixS. Cl<7)Hm-f-^'{iD/A^^^l 
1 7T'T:>-n^fi#tc^$ixTTV^^:J' 1 3{zmh 
ti. Yy^ y^yy^- Acoafil*' U r;l':J' 

[0077] iift'f y^J'^i-;?.! 1 8{±, CPU 10 
l*>(ffi<Ogai:x-:J'jiflSrtf oi^vrS^cOtOT-S)^. 
, CP Uv N'Xc7)y Wl^r- ^' ^ U T^^r — ^' 

[0 078] Hi, ^N^H/K r:7-fe;K 7" 

'f >/f-^h'^*L. abi^j^Sl 2{i>N>'K;Udf..y^^yN'.y 

^•/iJ'^N'yiJ'jiMiJi. tmthM<rimn,zh*>'^Xf^y 

YMzf!\^<r)Ki)^H-t h . 

[007 9] TV^rrLrJ'l 3«± H ^-f bV^y'-AiOB 

[0 080] m^Ul 5{iAai:>J^>':5'7x-Xl 0 6 

^tgt'*).?. Z t ^^-r r NO E NTRY J ^^rdi^ 
[0 081] 'J-^-'<'-;>5?-i 6liAai:»3^>'^':7x 

-X 1 0 6 izmm^tL. ^coy-j^mw i o xTu-t l 
mm^m^i,z^(DWi:i^mi-^ . 

[ 0 0 8 2 ] a2«i. HI <^y'--^^a*^Mx(f-^fh4 
tfOliB£5rS^-r. 4^cO>-'-Aj|Sl a. lb, Ic, 1 

(Hi-^ti-^timmmmmi 0 a. . lob. loc i 

0dm/misMWmSl7 a.. 17b. 17c. 17d 

5r<i;t ^ . amsw^s 1 7 tiBflyyia^a i o <7)mm 

1 7{i;, fteiO^at mi(::it^E-r'S.1t^iO--K'-h$r<i 
m2comX'ii. fflfiSiJffll^Sl 7(iiJ'-^<i: 

i^x-rAtciixtf, v^-Tiico^-'-AJiai t>, mcr>y- 

A5ia<ofsfB (^ji^. lie, i?-f A, ^axx-^'x 

[0 083] 02(CfcV^T, y-A5IBl atiVX^-T' 
S>0, y-ASiai b~l dtiXU-fy-TfeS. Clix^ 

^laraictjft'g.fflftco^jiKcoi'.-rtif^^i.. Mffli^ 
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^fzibcomm^^l-^'^-:^' 19 a. 19 bll^-f-l.- 

^tj. :icr)mx'irMmm^j\^--r^X'h^^K -ram 
[0 0 84] lasti, m2biim^&mmmi:^'r. y 

— Ailgla. lb. Ic. 1 cic7)afigB2 0a, 2 
Ob, 20c, 2 Odti, ^coHmS&Sl^ai Oa, 1 

Ob, 10c. 1 odc7)i,':)mn^Mmmm.2ii,zm.m 
-rs^ttic, $ijfflisa2 i*>^£osij««fs$:Sfi-ri. 

Oi^v^y^ Miico^M) 5rjMmi--S. ll3co%^. ^ 

-Asia 1 <owffi«sijw^a 2 1 tc-js^/^ns tz 
tf>. y-Aiia 1 coiimiia 2 0 w«jit{ifs*tc^s . 

[00 85] 04 {i. [a2S.sv^{iia3<?)afi^'-A^ 
m(r)mmmx'$> h . c (7)iix'{i4 ^coy-j^msi)- t^m 

^$ilS>-XT-A5rSt-r*^ y'-Ajia{i:M^T'i,i:V^ 

mwc^y-j^mm^^'<.xm.m-tit. m^T^mm^tm 
imommy-j^mw.izi5\^xmmx-h^. tfz. mm 
mcr>mi>ziiimcDTv^-i^ 1 9t^2^SM^ii. m<r> 

[0086]115{i, l-^cr)y-M,mM.cr>U-xy-A 

com^coya—^^-hX'hS,. 06~0i6{i, iftf^ 

mmeof^ifx^mmmx'ht. mntt. mimmcotnib 
cou—xa-y^co^mmcomx-ht . 
[0087] <X(^^BM(7)mmcr>mm 1 coim<7)m^i,z-:> 
\^xmm-t^. 

(yv-^ y>-xf-J^(7)^^ ) :icr)^m(r>mMcr>mm 1 
cr)^m.co^Wl(OUt-:>lz ^ y V-^ y^-X'rJ^^ *>'S> 
^. z<r>i^X7-J^i,t. M'^^co^mzmhi'm^^izu 
-XSrSraUTU^ ( ST 1 ) j±i. ^n<^cr,i£M.comm 
t:mmX'^^ (STS)*, J@SS^*>>'-A$:|Bit&-r^ 
tu-xizm^ma-f^ (ST4) T-*>.S. ^J^ 
tf. WimzAAxm^m*) icru^! iihi^^ ^z^z. ^ 
t^<ri^m<n:^xi}^-xwxfz h^X'h. mm%\,zy- 
Mzmvithztt^x'^h. ccoiatc, z<7)%BM<7)m 
m<^mm 1 (7mm.izxtns. ^^^mTmJuz t *fc 



STOA : :^^U-9l,ZXi>nM^ 

mi-^-mAcoy-j^i^x^A^iLi^Siif^fzMz^ t 

•r. yt^^U-:f'i)^i^X7-M.(7)mM'S:ikA-t^, 
STOB : Jf/^U-rJ'tCi-i.iSJ^^ 

II. u-xy-Mz-t^ii\ mwimim(^mmy-A. 

STOC : tl'S^WaSr^t-S*^? 
7^>-*>4>X^'-b-r^y-AlC-ri>*\ J>i>V>{i, fit 
y-AI,z-t6i}^i:m^. i^XT-MzX^^h. f*#iO« 
STODtatf, -f-of^^'^t^ti. J^x-yrSTltC 
STOD : <^^^U'k±.m-i> 

hh^v-xtm^LfztLx . -eco^iftSriss-r 
«•«>'^•5^-:^'f■^iSlJ^c:i^^LTt><tv^L. agc<^ 

STl : ThVN-^^X (CPU, M!»ja^***«f^-S 

Mt^'^i.zv-x^mmvx^^h ) 
^m.<r>]y-xm<r>M-i}^'fisbm&^ix. miKrm^ffy^ 

-X±^jgilILrv^S. 01 TtCfcV^T, 201J43- 

X, 2 0 2iimsi^itfzMm^m^m^m:i ^-rt-tr-y 

McM-t^lS, 2 0 3{ib'-yh, 20A\m^mx'h 

^mi^-x2oiitEM^x'mm-fh. yu^m 
tcfcv^T , zix(>^§k<r>Miic p u 1 0 1 i O^JPS 

nrv^s. -psko. Tu-fmmizmi^-r^mcr>M^mn 
•t^> zcomumiKh—xcom^izux^^^. 

i}^imi-tmi>CPUlzXK>^rrbX\'^X. ^<r)Xr- 

•y r s T 3 (cfcv ^Tjegs*«^ff Lx i'>s^*-'^ffiSco 

mmmza-x^^mm-r^ :Ltt,zxo, ^coM<m. 
mufs^^cr>y^j '/y°'&mmi,zmui^^\:^^. z 

ST2 : n-^^-tSA 

ES) fc^JiXT^yrSTBtcatf, 3^:xSAt=<t'3 
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ST3 : Mmm^Rx/ AT yuTmmmm 

[00 88] t-t, mecoMmwmmtmT^^ixh . 
tfimiLx\.^i,t^. ^ix^ixcmis^Ri/^. m^<n 

•y . 3i*«0lg*I^<^r a 7 -;P*>'B® 15 1 — 1 

ffiai 5 5-1 5 8ts^sti.«.. mm^\±:Lix(^mm\ 

5 1 — 15 4 mMco;^ rJ' yl^S.t^r a :7 -f 

[0089] m^^\imzm^^ixx\^hMm^'m.^ . 

[0090] jess^*i 1 ^<7)^2:iMtj?-r-i. muz^ 
•tXoiiZ^ mSL(r>mm<r> o io<r>ut-y ( H 7 -c-Jifflffi i 
52) iiix-j^T/i^h. wmi. mfuam^^z^ 

[ 0 0 9 1 ] -?■<omM^7)^^T■H*»'*^$i^ 
MiRSix^cmM{±i«)Wtwll 1 l<n\^-/ h 2 0 31c: 

MS . f «y h 2 0 3 i.zm.^'MsMm.z^ mm\m 

[00 9 2] ti^-C', *M*^«^2 0 2S:^fft-CV^ 
h<n-Qht\.\t. -r Ctt y h 2 0 3 tCAS C i: ii^X'% h 

T'ti, c p u 1 0 1 *>\ m^ojaa^ff 3 ^ t i o , 

t-y ht2ffl^l;:M-rJ: 3 I,, A^sft^jtcaaccoJ: 

zcom^. Wi^^mt:m<-thfCiibl,za-x-^^^ 

yi9i.x->mmMR->mtR^tifzMmii. mm^ 
tifzmm^^(>\^vhi:^mmizsi^-t (^^-ttmrnt 

■fsmi: mR^ixtz^m^zh^:r)\,^^^-^x\;-v 



( 1 ) ■X^^ -^l^a.->'7'y-y>'^\k. mi'LX^mt. 
X'mts->a-xtr\^^ U-yMizX oTJS* 
(2) x>'i^'yh9r;W->h9y;H&4f*^. 

izifm->m± 

9>(^j^-:^h (ny^) ->|H|±->|Hl± 
€.t#ti, b7y;l^5rJ&^§-ti:f^M*^"f-y 

ST4 :iais««or^'fBgj&. 

3S^{±b--y h 2 0 3*-<^3-X 2 0 1 tCjli-C, flilcOjS 

®«^c p ucj: mm^ith'^'^<mm^z^'thz. 

[0093]h--yh203 t^fcV^-rjMS**^'* oatf 
i:, ^M®»iia9<J5<k3tcr7-;:?.i7)fr:6-Sr.^^i,B 
ffltc=5r»3. S^>lc01 0c7)J:3^X:5'-hHffilc=5:S. 
01 OtfOpfSBSriai 2lCn^-r. HI 2tC*5</->T. 159 
\tm^^1XfzT\y-m^m. 1 6 0»i>'N*;^;<r'»'hcO* 
* (^N°X;>:7'>>'h(c-QV^T{±f^-rS) . 1 6 Iti^ff 
SBSi^. 1 6 2{i;^tr-F^-iS'-. ^3;'<-:J'-. 

^, \^3\i%n<nW^^^^-tyA-i^:^—9-. 1 
6 4 {in-XCO^dtSt/K* 16 4 ai7)firg^^ i 6 
5<i>'<-y:J'S5--r'*S. tliMIT TIM 

E 99 : 99 : 99j «Oj:d^r*iMlBHiIiO^, rp 

ASS \iv \ \ ^(r>i.of^n7.f)^vv(r>^mccn 
^t^^ii-S. ^r*5. rpASS u P ! ! j tolK^i- 

\,Z\i^ rpASS DOWN!! J. rchallenger is 

Comingj ^<7)^5^*j^$iX'S . 
ST5 : (^S. ^ISS. ^2«g) 

fftS. ^{i. ia!^*A<?3X4f;l.U'<jW-CL'-x#Jp 
ST5 1 : ^PIISmT 
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ST5 2 : tr-y h(CA-i. 

Sin fiia^ttixtf =3: V ■> . 

ST5 3 : hf^®* (l^iatJ: OHIffii^^t) 

M,mmtLzerme^i:m-tfztbi,z^ m scoiatc 

\^i:>i^t\y-X'^^-y (mtc) 1 67 iihh-txm^ri 
■ti>J:ol,zLXhX\\ 

[00941 r t .y 1. J rtcof^tti, ^imS***"*' 
-^'^-r&/t=5:iv M*^fM*&<0;^^, • • • ^t'^^tl? 

AT I. CI i: *»'-C'^ S . r f y h j {c:^^-^^*^***'^ 

CO J; d , r f y h J tt ASgBg{cffl;?^jitf 
^ i: J: •? . :>-'- ACT)® e $ j: o Jgip-T i. , 
ST54 : tf-y hXrJ'-h 

r h- -y h J X'cr>WmimT Ltzmm^l.±^-X 2 0 Uc 

^ML, u-^zm^mm-t^. ^-^^i^yhiimiz-- 
zti^^a-x'pcTyxiS'-hmj^iz^^. CP viz 
J: ^mm^ti6mmtf^mza-:z.±^MnLx\,^^co 
x\ #jDiSi^*iv ^*^{±c p un^<DMmt ^ 

ST6 :>'N*;<.;i^-f>'h:t->'N'— (PASS POINT 
OVER) 

yhifi^-^<-Lfzt^li^ x'r yysTedz 
fcV^T, 0iJi.{i'lll4cOJ:otc TGAME OVERj 

ir>/i, c P U 1 0 1 com$: 3 V h u—)V--^h . -e L 
HI 5(50 J: SESI, PASSd^-f >-b^^co 

mmmTpifi^xmLh, 

[00961 y b<ottj:*atcov^rfif^ 

ST7 a : Wim^lZi'>X X^-l^mi 



AME OVERj Sr^-t'S. $"JRB^S<i:. 0"J;itf. 

sb^jfiTtJO. wmw)^mk\^fzh%\,zz<nismm^ 

x%>x\^. mmmt. mux, mn<r>^x'ibit\rM 
^xhi.wmzw^'fh, »:tcxT--yrsT7bica 
tf. 

ST7b : ^^ij7T-f \.fz.t^\ioiy (ffi^.'K-O'h^ 

}Lim^<r>wmm^^mLX'%fzt^)ioim&'th, ^ 

JrU7r>fS-*IS:LJtt# (YES){i, Xx-yTST 
SlCiitf. ^^'J7r^ Sr««jL/v:i:# (NO) X 
T^-yrSTl KCittf, 
ST8 : — aHHS:^ 

ST9 : aVX'f-A-ri.*»if3*»¥']^i-2. 

yhy^yy-t^ftthiz. ^com^^mmizm^-t^. 

Oi,z^j:ttX'l,za^ ya)iStXti^hh.i£. uvf-'f-A-r 
S (YES) tW^L. 0t:^:&*-C3^yc7)SA*«^r 
3>'^-jLt^V'> (NO) tP\^-th. 

[00971 n^ir-f-i-rSt^ (YES) liX^r-y 
yST4l,zm*). t-=5:i>t>s 01 6 

[00981 ijrfc. yi}t^ih^X^tlX\>^?>m^. 

w^x^h. ^■<^^y^\kx-thu. ^mizv-x^ 
imx^h. 

[0 09 91 3yx-f-3.L'5rV^i:# (NO) (±Xxy 
rsTiotcjitf. n^i^i^'SA^ixTV^^Srv-^J^-^. x 

ST 1 0 : jtt®*<0ir*-A3!-->'N'-i®S 

TKM'^f ^'^XBDi*^ (STl ) (cMI.. 
ST 1 1 : y'-A^ U r<7)W^ 

(YES) , XT^ yrSTl 2tC5tttf. 

(0 1 001 >-'-A5:i7UTL.^:*>-:>;ti:g! (NO) 
{±, Xir yrSTl 5 ICjltf . 
STl 2 : 

ic7)y-A^S{cfc{t^ji*tfoy-A^ u r t/cjais« 

STl 3 : XVx-f i^:?^ 
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STl 4 : :^^-M.3iyhO- 

STl 2<7)h-i^>i'm»nmimm(>zii\,^xm<^0MS^ 

STl 5 : b£*S«^ 
STl 6 : a-xm^ 

[ 0 1 0 1 ] jjLh. z(Dy-M.mm<^ikt^commz'o\,^ 
xmm Lfz . mmzmBM Ltzj^o^z. z (D^m<7)mm<7) 
mm 1 <r^mii£M<nm!^ifiiii^(^mzy'u-izmii 

V'th<r>h\im^£ "5 , z<r^e^(r>^<r>im. i <r> 
^WiZii\^XV-:K\,zmvithmi-rx\,z7.9-Y\^X 

I.. z<r>i.o\,z. 'm^(rymm.ziHi^i>ti-r¥-j^im 

m\^\^^mii^hz\Lti^X%h, Ltzti^-oX . m^cny 
[0102] tz^x\ Wm.A<r)W^m^\,zii\,^x. 

X{kW-'&^UX^£\.^Zti^^x.(^1xh. l.fzff'oX.ft 

%{.zi. '^xmimy:hmzii\^xmm<m.mimm-^ii 

t>\tC:> ("jy^M.) \,ZhXii<Z.tti-^LhiXh, Zcr> 
b'^-:?- (J>Sv^J±3i-^P-:J') i^ig^SCfct-C- 
{nx:^^yh>'X7-J^<r)}H^) mzyv—^yi^xy- 
Mza I ^xm^hmf&(r)m^iTmx'h^'>'<xA ^yhi^ 

XxAtCOV^THl 8~@2 0 Srffll^TlftBfl-rS. 

[01031 yi^x'rM.izm^x . m.^<r>*f— 
SO) 

ST2 1 ■.T^^(r>^^<r>\^hf'a-,^<nmk^'sm-f 

[0 1 04] 01 9<7)i3tc, Jaifll3-X2 0 I5rv>< 
oA>(Oyn y ^J' 2 0 5 X-^i-SiJ-r S . ^it-f ixtfoyo -y ^ 



»±, 02O<7)J:d*:. B)f^<0;K>f >'h2 0 6S:W-t-S. 
•etr. --K-f yh20 6S:»Jplcem2 0 7Symm2 
0 8-e<im^-C'<73gE^x. y$:**^S. C:^l.^>SESI 
X . y \,zm^%nXiifiA y Y ^Vin-fh .020 <n^A 
>'h2 0 6«irj-xcO31tT:firitiI±(Cj).S.*^\ ffiiOffi^. 

^Rli(^Ji^T:^|6]i:^^iK>3->?.*>^>^'^^^7t^•c^>-:>T 

^•rStC, 3-X±c7)^M2 07, 2 0 8O^M±S>l. 
[0105] CPUlOlti, e*2 0 73t»>'iS^£t--&7' 

s T 2 2 : -ecoro -y \.zn-thr^^ yvh <mm:% 

[0 106] 02 0tCjbSt'&SEMxS-*ii6S. CPUl 
0 l(i«-mMC0]S«$rg^tc«0 d-S. -ec7)J!lSlc»':^ 

^iigsisr*y)&. mkn-xxhtOimiQ<nk=)\,zfi 
m^-:i-xx'hixt.i^<r>&m<m^m}H£^'t- 

S T 2 3 : ^BS:m<^V % ^ r D -y :7 ?8$rIX^t•rl. . 
[0107] i:C:l3V^i,*Hcov>TW$BSr 

A^gcOC P U 1 0 1 {±^TcO^Mi7)ff|g$: A^fl. CI 

ST2 4 : S*(?>rD.y^i:iS5:*07'O y^*«pll:,*»if 

[0 1 08] m20<nXo\,Z. Ilt7'ny^'tCi^20 

7i:»^2 0 8A^#q£-rix«f (YES) , }>:<7)X^-yr 
ST 2 5 lizm^i-J^Xiit-l y Ycr>9m.^'^o , H tT'=5rlt 
il(f (NO) . C:<7)ra-yi?{cfcV>TiSic¥i:cr)iaT-iav^ 

ST2 5 : mM(r>ya vC^i,zm-h^^^yhtffM^i 
[0 109] 02OlCfctt-I.Sgily$:*ii6S. 

ST2 6 : ^^ff)ms.tmM<r)mm^im.-th, 

[0110] WMX 0 amcO^TJ&sH^-f >- htcj: "Jifi 
o^O. 02 OcoJ:dfcx<yT*>Si:#x-f 
•yrST2 7tCjitf. 

[0111] m{z. e»co*-*«av^i;#. -^^o, x> 

yC-S> t # T- y 7' S T 3 0 tC jltf « 

ST2 7 : yyy^m^X *<A-pT^-^S3&>i:'5*^ 

[0112] mIII««lafc^JV^T Sm3&»'S36»-5^^1 k ^ 
mm-thy^V \ ifi±'r>X\^hb% (YES) . X 
r--yTST2SI,zmts. 

[0 113] -f-oT^v^i:^ (NO) . Mllieo«raTt> 
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-r -y r S T 2 8 LTXt- •/ r S T 2 9 fciltf . 
ST28 : /-^XJit^ yh^MM (+1) -th, 

[0114] m\si(7)mmizti\,^xiiBmi}mt^'}tz ( x 

>y) (DX'h-otziiK 4-|lIc05aST-@^*^'ifiVv (x< 
y ) (7)X'hi>i)^h. :i1xh9m<rm mtii, 1/6 0 
m tCi3ViTg$2 0 7«it*2 0 8$:jtV^i*(-^Ac.rt 

ST2 9 : yyC^iZ r 1 j SriT-So 
[0115] mflUiOmtttljiiA^^-i^O , a*2 0 7*^' 
;K'f>-h2 0 6fc3£<:S:-:>Jt<O-C$>S*»^>, ^ix$-«iilc 

ST3 0 : 75^Srl)i<-r rij *<i:o-CV'>|>*»i: d*» 

[0116] mi[Sl<^^ilSllCt5 V>T emA^'jffj&^o/c:: i: Sr 
*l*-rS7 7i/ r 1 J (YES) , X 

7^-yrST3 Hcatf, (NO) . ffHI 

(i'5r<. ^x-yrST3 l$'JR{fLTX-f •/rST3 2 

ST3 1 ■.j^xi^^yh^m's. (-1) -ri.., 

[0117] WM<r>^i,zii\<^xnMtiiiS.tf''yrz ( x< 

y) ifi. ^^(mmx'^m^m^^ (x>y) cfyx-htiy 

iix^^JIMiOra (m(i\ 1/6 0#) tctjv-i-cg 
*2 0 7t±&^2 0 8{CjiV->e[*-ix/c^i:(2^|,. -fCl 

ST3 2 : y=7yi,Z r2 J 2:irT-S.o 

[0118] mm<r)9mtmu)^^h*) . g*2 o 7*-' 

;K>f Vh2 0 6fc3t<^:o^^<7)f*)S*»ii>. CixSrSB* 
[0119] JjUiOj: 3 1;. M^rcOi!cm5:ilv^^-ti:{S 

[0120] ^l,zmPMLtiJ:dl,z. J'^X:^'^>-htl^-^u 
tC^-St^yx-f-j-HBtC^SA^^ (ia5c7)ST6, 

8) . y-M.</m&^i:mttzMz^ y-^x^s'-Mt 

(m{f3) tca^^?.. 

[0121] f^^x:^^yh J «±H®±(c^$ix-g.. 
{i^Ji^/il.. LitA>^T, b°-y htt'lcy-A^t-^N'- 



[0 1 22] =5:Jo. ;&'»'hiO*^#li:L-C r^< J 
J m^Xt£< , rgtc^-5;&>^ J tj:}^%,it!:^ -y h 

'^i^ts:\^m^tnmx'%h'^mm^My<^, ttz. y-A 

^S) . 

[ 0 1 2 3 ] ^ii. :i<rm?A<7ymm(^mm 1 «^tiws. 
~xy-Mzmmth:ittfiX'^x. x.>vo-w%^ 

it^iti.zklzX'O. iOH^W^y-A^iS^f sc. 
i: & . J: 3 fc^T<?D«W*<|p|B$tcx^'- h 

( 1 ) :^\^>y-X\i'^ -i-^-^zx o?aJS • ®g ■ 

(2) ^'^•yi^iLTB>2:*^-l4S^i:'LT, SSHcO^^iJi 

t^i^K). w.i^mzmmii^'Z.i,. cpummcr^Mm- 
B#ra*%t:(f:xu •yy'iii^mz.h, mw^^ft^ttxM 

( 2 - 1 ) I'-XtfOMiSfc: J: -SKBiO^^k 

• ^mmL (^mm. mtix\^h^. m*^o-cv^ 

y -yT*) i:3&««>.i.*tfll) 

•^m<r)^it(.mi. m.m. <to, &4>ix, lAi 
0. ^) 

•m<^^k (®l6li:^$<^fl:, ^<^i:<?)fflA-^i5-li:) 

• (iSJ^, SK. ^) 

( 2 - 2 ) mim\Li,znthvm 
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■ ^mmi 

xroffijjt (CDfi) (o^it 

■ nmmmt 

m 

(3) y~i.m(r>'mm'^x.:^j^^>(-9 

• ?l-:»*iiO^-fbcoo N/O F F 

■ eg^^-ftoN/oFF 

■ 1 HfcJt^S^ra^^iWS ( 1 2mi n/2 4mi n/ 

6m i n ■ • ■ ^) 

■ jamti-Sy— Ajj-WN'-coON/OFF 

[01241 z<73^mcr>mm<^mm i co^twd^tcoi,^ 

02 125.1^11 2 2 5rfflV->Ti^0J-r.S., Il2 1lcfcv^ 
T, 3^c7):>-'-At8l a, lb, 1 cA^Jg^^^iTV^ 

0 . y—M,m lb. 1 c tiX U— ycO^'-AiST'J) ^ , 

^^'-i^^ 1 aJii^-A^ 1 b (C« LTt-'-^J' a 

!> o y-AS 1 b Ht-iS' a i: a^TJiSSL.;^^-:? b 

ti:m-^xy-x.mi cizMLxmi,, y-j^^mi cn 
T-r? a + b t '^jd-x-mmttcT-s c t im-^x y- 



Mmia.iznLxmh, ^coidicLx. y-Mmia 
\m<r)y-MM 1 b . 1 c tii^m Ltif—s^ batxc ^ 
m^x'h h , m<^y-M.Wi i b . i c tc-zji^-c t mmx- 

-Aftlla. lb, 1 clcjaa^rifi^^-li-oo. v->-m 

[0 125] ^mcOS^ i>yi,Z-:>\^X . 02 2^fflV. 
TP»CiffiHB-rS, 02 2{Ct>V>-C^ti;A. B, CJi 

-f-ii-fixy-ASi a. lb. ic<r)it=^^)X'hh. t 

la, lb, 1 c«e5J-<otaSt7)-f-:5'S!ratrtTV\ ^5 

J; 'on ^fitz¥- 9 ^ n^<r>^ ^ y cisirr s 1 1 

tic. f(!lcOy-A«SCD;<^:yi:##atf. "T^i)^. ^r' 
-Am 1 a :e y B tCT-'-^ a $: . y-AB 1 b {±p{ 
^ U C t- f - ^ b ^ , y-Alig 1 c Ji^ ^ «J AtC-f-^ 

[0126] ^^Jt 2i}>i^^mt 3 , B^gijt 3*^ 

T - 02 2 <^0iJT-{i«fS'J t 1 :f}'i^mm t 4 iOjaSitCj: *) 

m^tih z t iz^i, . zco^mti^—^comsx-mK^M^ 

A U— h lZ$)h-^X 1/60 ^^Jjl|*IT-$) . 
[0127] v;^^'riiSy-AtSi aJi. ffioy-A 

ai-fcfts^^jt 1 t^^mmt 4 {c*^(tT<73j!ia*^iai, 

-r ^'1. t ^ izii^j^- LmhL. >mm:h ^z^m-htum 
m^m^^-t. y~j^(7)mn^mzj:-oxiiMm*^^mrt 

S*>^). Zcr,J:ol,zmmmi>z>im^^S.-t:^Zbii. ^ 
( 1 ) aftx-^J'iOl^^Sr^iJ^i,. 

*<7)fii[g (H<>:7Ci^M) X. y, z 

OXtQ^S) ax, ay, az 
M<r>mm (E.dZ7tmm) dx, dy, dz 

9 -i \<rm^W ( HUf*£*<50 4 o ) 

^Si^^^-i^'i (^'h»gP:J,\ 9^^!^^. r^-^tt 

■ 

M.<r>m&'mL Hy7h*t«. iJLh*t«- 

• -m) 
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m^<r>^m.y y y ( %mmm ) 
S:a-c7)cpum?^ffl (Ir1±) 
cpujiia^^^^ (i^-sftsffl) (ii±) 

MSt/v:M (|S1±) 
»:^jgt-^^ttffi (lil±) 
iX'^iSL/vittlg (|BI±) 

o-fe /-»f*^(^c7)T-:J') + + n* (» 

[0 128] t-r. iSI^3&«V'>S*»i:d*»¥'J^S (S 
T6 0 a ) , JS£S#*n^^(mtf. J'haBt-^' 1 9tC«i 

[0 1 2 9 ] ja[^#*iV->SJ®-^J±, SVHcM-sTV^^JSi 

-yrSr^oTV-*^ 2Ac7)iaiS*$r*#^ 

•th ( ST6 1 ) . \3:f<7mmt. :L<r>^'^^i\^zim 
[0130] ^'^^ivtzmmi)mtvt:\^ht->f:oti-m 

S-r-i. (ST6 2a) , miVQ\^hiL%\t. 
^tOLT^^-rS {ST6 2b) . :L<ni.o\.Z\.ti:\^t 

[0131] W«$ft7tjSf^#*^)fiv^*>t'^>{)^yj^-ri. 

(ST6 3a) , i£(,^i:#(i, h-ttii^iiV-7.^<^m:t 
vyil -jV^^^-th (ST6 3b) . 

[0 13 2] -*cD)a^*«e>/b-f >'LTv^i>*>ifa 

tmiS.-th (ST64a) . h'-y h-f >'fCV^|>i:^ 
{±. f-y h«o:K?51Sr«S^-r§ (ST64b) , CpfS 
fc tc J: , fl!!*-O)aig!i*tiffl#«0iSil6**< t >y h >f > 

[0133] -:fi-cOjSg{#*in-X7"> h/VfeSrSC: 
L7t*>i:'3*^ajS-rS (ST6 5a) , a-XT^h/ 

mWi^m:iLx\.^ht%\.i^(r>mi^m^'^h (st6 
5h) . ^o-thZt^zi:^. mn<7)m^\ii^^<7>m 



[0134] — *c7)iaa#56iy-Z. ^' >J r L Jt d *» 

fl^-ri. (sT6 6a) . ^r'-A>^yrt7tfc^{i. ^ 

(ST66b) . Z.tHiWmi,zn-thTVf^^-(X{Z{> 
1 9(=;^-ri)Bei{7)5!iSlcov>T. 112 4 

[0135] ^-r. ffii03®gM*^v^^*^i: 3*^yj«-r^ 
( ST7 0 ) . fi!i«oia66#*^'v^ii{f (YES). m<m. 
^(DmkiJmth ( ST7 1 ) . ^ffmm<nmiii<n 

0 \,z^<r>&m.^z'o\^x<7Mm.timm'h<^x\ 

^m^mtm&^crt^^imth (st? 

-Sr^-rS (ST7 3) . 

[0136] CliOj: 0 IC, ^cO^^T-St>«lf iO^V-iia 
[0137] ^ti, ;?.3-XC:JM^3->^^$:^(t 

3t 1 t:. mm±nt,z v -y ro* L*>atR«*<-¥-i. 
-^tztiK a <^^BM<^mm<r>mmi,zt5 v ^x im^^ma 

^ffimn\izm \:.xm^zmmt^^x. hti^ i a c lt 

[0138] VXh<r>X o CicolfeHHlciiilf . 

t-miLfzm%mm^^m^^xu-x^zm\iV. stRt 
imL.mm vfzmmmmm^<r>^w^wz Lfz t 

% l,zy-J^:^-j-s-t^hcr>X\ mW^(r>^mzi}^i)^h 
[ 0 1 3 9 ] ^/t, ::«03^B3tcJ:ii{f. m^-th t ^ 

mtttm^(r>imtt>m^^t ^ iz. mmLfzmE^m 

mzf^m-t6cox\ y-M.cr>miihtv<ommi}m<^ 
&zt^m±x'ti>. 

[0 140] t-tz. Z<D^mi>Zi:iH^. y-At:fimt 

^t^ic, mm<r)m7^izm^mi^mf^<mm^'<y^- 
^'^^'ft^-tt, m^conmzx'o. mR^tifzmin 

mi^i:im^'<ypt - (m\B<r)fziib<7)m^(0&Miz^m 

-m.mzM^7^i,:LktiiX'%x. m&^ti^mat 

[0141] tfz, ZCO^mzJ:tH£. y-A:t->'^'- 
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[ 0 1 4 3 ] t zcrmmizxixii. mm^ioy- 
M,mK ^ixm. u~x<r)^mzm-thmm?:m^^ 

[0 144] tfz, zcr>^mi,zxixii. mm^cr,y- 

ixfz'f-i'^mcr)y-2.mi,ziii^-rt bbhiz. m<r>y 
-j^mx'um^ixfz^'-^^^i'rx. mimmmmmm. 
cr»j( t >j izm^ jLti<^x. 1 mm<^^t^i^T-r^ b . 
\,^-rti<oy-j:.mi>m<oy-j^mxmm^rifzf-:S'^ ■ 
wn-t^. Ltzifi-^x. ■»WLmmi,zx'omMn.^?:^ 

[0146] ^O^M«0}^«lC^S^'-Ai^X7"A{S, 
f SC:i:*«-C# I. M«y-A xA-CJ>S. c:Ojlfi 

I.. #^-'-A^a^«^wi^{i. mii,z^-ti>cobm 
mwmii. m4iz^-tij<y)bm\^X'h6. 

[0147] Z(OMmy-J*>':^'rMziixif. y-A 
SIS 1 a~ 1 d 5: ^fimffiiKCffiffl L-C K ^-f b'^-j/ 

mi<r>m&m^\' ^izmmm lxm^<7) h ^ >f b- 

[0 148] i<7)«igMcoy-A{±. dcTJilfi^-AS/ 

LT 7 'J -X >- h U T'J> S C t . y- A5^->'^'(;7) 
y-M^iJ^m^ LXffiotl^ Z b . «r«oy-A^«A«iX«0 

y-j^(r)m\m^&^zsmmizK?^^tifz m-hm^^ 
mfohh y-M-xh hzb.ts: axh h ♦ 



[0149] zam'mtm2 5iw^-rx:^ h 'jjagitc^t 
^ioy-A^ai a<7)CTi.(fafiS'jffli^ai laizmr 

[0150] mtmm 1 8^122 5<J5jJia*>^irrs 
b. ^-r. ^mmy-M,i^x7-j^^<r>m&mco:cyhv 

X\ x:xMiSc«nA*^*>*''f<JBfSixS (X7^-yrs 

2 ) , x>- h u Lfzmm^m^ i a^oj*^ ( yys 
2 , YES) . *ijffli5ia 1 8<ixy b -^fzy—j^ 
^ai a ( . •-. 1 d ) i)^ti^hy-2^^w,zii\^i> 

[0151] ^ay\::^-:^'j[tm^ *±, ^y-j^mm<^ 
CPVt^^ib^i^fz^mizUztii'iXm&mbc^^Xiit 

m^ndij^X'h^. 

[0152] Ji^hV L7tja«a^2 AJjLhT'ft 

hb^ii {x'f'vTS2. NO) , ^hiizmimmt^ 

[0153] ''afi**igj {i, y-Mstmmxmm^^ 
i\-\^xm^^m±timmL. y-j^^^o:fj^xhh. 
[0154] m{mmx'\,±^^\^bm^^fi.tz t # t> (x 

r-yrS4, NO) . |3l«{c. ay\::i.-^mSiifi:i^y 
V')<r>h'yfzy-M.mm.^ix^ix{.zm'^^ixh (X7--y 

7-S5) . -^r, mmumxh^b^mLtzbt^ (xt- 

<yTS4, YES) . ©Jffll^ai 8tiKS-ri.«a«0y 

-M.^m.^rL^'tii,zmimm^m^-tt (xx-^rs 
6) . diticio, y--t^^mx'mwL<om^izx'o 

K ^ ^ b'^-^y-A^iM^^nS . 

[ 0 1 5 5 ] <xv>T\ mmmai sn. m^(mmmiz 
i I. y-j^mttkmz , -^co^tt>T'Sij<7)jass*{2 j: ^ x y 
h u ( y-A#jD ) com@*s^*^'^5 d 0 
iSLWBfL^*«*>#lSf S (Xx«yTS7) . ^4«T'X 
yh';*52i-:))iti:i=Ji (;:?.7"yTS 7 , YES) . xy 
bU^Stt'fA^S^-^rWKr-rS (X7^yrS8) . ^<7) 

m^A^imm-rhi,<7)X'3b^. 

[0 156] iC-C<0H5-f bV^^y-AtiXrJ'-bS 

^Miomsfiatc^s L!te*if-x y ^'d^^r >- b pfn 

(122 7 (a) #83) tc$tsM«M*^giML;tB#^*^^y 
-M.WmtX^mm<7)^<7)^i)^b'oiHzX O^SI.. 

fa-ttl. 3-x±c7)fira*»'S^$ix& . 
[ 0 1 5 7 ] K 7 b'y:?'y-A*<il&^ -^.T t5 0 , 
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•y7-S9) , HE. Xf-'/TST-SScOSflaSr^OiS 
[0 1581 Z<7)ti>b. jitt»-ca«^'-Afc#JnL;tV^ 

i.z'mxmzmm:%h. \^tzif'>x.'&^mtxi<m.Wk 
[ 0 1 5 9 J Wi9k^ixr^ K t'y^^y-A<^5fe3imM 

-J^ X -y .-K-O' h S t , X > h U f$S(t 

I', ■r^*>*>^'-A^(55|||^iOxy h U 

h c^TT-yrss, YES) . ::c7)i:ii{i, <*:v%t\ <% 
(;^-r-yrsi 0) . 

[0 16 0] LT. m26<7)Xo 

izmm^ti^. ■t^hii>. x>-b'j#g{mwc^c.si 

(X'r-yy SI Oa) . iXV^T'. M*>fe#^f^S:rt^ 

* ti*>^>v-^'xurtcsg^aj-r (;^x-y7'si 0 

b) , m^ik^^mi. Vy ^ \Lyy*r-Mzm^X\y 
-Xi^*(7)±{2#^iS*>^##t LX'&'&-thh<r)X'h 

y-i. l,zm\\ LX V -'-I. jfi®i*<7)ASc^^4'#SDOJS®# 
[01611 $ljffll^a 1 8<i. S$?f-x «y ^'.-K'f h P 

Oc) . iKV^T\ CiOlBI*>fe#jafl!l*{c#«BB^&*D 
Od) , ft(t?tjaSM(i:<J:«OiflHl^-X(c{i# 

y^^^^t'<mmt:mm^hy-2^mmzm^i> 

(X-r /^'S 1 0 e ) . 

[0162] zcox 0 izd:cr>m^i'ffomm.<ommm 
^^mmizik^^ixhb (xx-yrs 10), mm^ 

^mu-t^ (^T-'/y's 11). y-AjfwN-coJ*-^ 



(Xx-/rSl 1. YES) , 

S 1 1 . NO) , ©JffllSai 8<ijifi«|gS:m^*^t' 
a*»$-*'JBlr-rS (;^T- yrs 13). aflj^«8S:gS{ta 

S. afl**18$-M<t^:V^i®^ (X-r-y :7-S 1 3. N 

o) , x7--yrsii,z^m^m^tLtcr>x\ m^<r>y— 
j^mw<>zii\.^x^yc^-'?nmi:mLLxmm:% 

[0 163] :iZX\ IMLtz^m^zX-yXmii^tlh 
xy h U mLco 1 -:><r>^^m^:m 2 7 l^zm-^^WPM- 

I., v^i, 3A<7)ja^#*^«is-ri.3^<7)mHA, B. 

S . |aIH ( a ) {C^-r J: o {c, B#^J t 1 T3 ^CO^M 
A. B, CHiX-^-hST { = xf—)VGl.) t1t^,$:|SlB§ 

[ 0 1 6 4 1 ^^J'- ^t^!L^^*><^BlfSlESIlSi^^c^lL'S^c 

{±, PIE ( b ) (c^-r*a< . mm^ {y-2^mm.<^m 

^iSi-rfzibl,zm^^tlXt3K) . C:tf0^x>y^--K-f VhP 

THurry u p ! j ^t'cO^ y-fe-i^S^^S-e 

'-K'f > b PUVtcv->-fixco:^Mi>i'J^L^v->i®-^, -i. 
^3g$i|Wtc^T$-ti:«.^i:'<Oj!3a5r i: S i 3 {c-TS . 3t 

[01651 i?:V^T-y-A*«Jl^TU. ISIia ( c ) iZTrrr 

iimmiimmiizmhizy-MzmaL. <km(r)mw\u 

-x^Wr>Ztl>z^^i>. 

[ 0 1 6 6 1 iBiii ( d ) izijk-ti 0 iz^ m%mmAijm 
m^ji-y^^^-fyhpmzmmthb. ^(ob^cotfrn. 
i}^j-jm(iLb Lxik^^tLhbb hiz. m-hm^f¥ 
^zLtzi)<'^xm-hmmmm<7)mmA, cti<m^^ti 
•5 . n.iffzmm^(OMm e immm^zmtii \z' yh^y 

t=5rS. 

[0167] z(7mm<r>nmm^cr)^^<7)mi>y--t^t> 
±t^-f'i,zmnLx\>^i>(r>x\ mm(omm*^^^m<r>m 
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\S<^^lZSWsmzWl^-th . 0 , 1510 ( e ) tC* 

■txoiz, mmcoMmm^A. c. D(2<j:i,F9^b'y 

[01681 z<r>2: 0 izi^mtmrncommy-^i^:^^ 
Mzx ixii. mzidm^coy-M. izmcr>im^i)m^i)- 

Mmx'±is.<r>i><7)ii-^(7)i^mMLX'A<r>m^MmizL 
mvx't SCOT, ris*>g[|i J m<r>$,&y~j^i:mmi- 
hzt^x^. y-j^<7)m'^m^&*)±ifhzk*'^x'^ 

[ 0 1 6 9 ] i: ^x\ ±M LJtarty-Ai'XTr A(i 

[0170] (1) )li6#<:o«M**-cc:(arcM«rji3S 

ziizM(^ma<^m-^>'Hz^h^xm^i-. 

[0171] ( 2 ) *Mcof4*cO^Sr^fC. it* 

[0 17 2] (3)m&M<7)yi^o^yizx'ofm^mm. 

[0 173] (4) 7:r^^iftBltcJ:'3, iSixfcS&SSrB 

[0 174] (5) 7*i/3!!iStcJ:0, iJ'Stt, 

[0 17 5] {6) ^-^ y]immi,zj:'oiij^b'<r>^^ h 

[ 0 1 7 6 ] ^i>. zcr>mmmm<^my-j^i^x'rj^ 
\iY'7-i\::yyy-2^imm^hi^xy-2>.xhht lx 

d ^j:mmizm^^tihi><r>x'ii^j:< . Mummy 

[0177] -r^i3*>. m«7)iaiSi#*>'«ig«o^-'-Aji 



If, — AcOia^#l*iCPUfc<7)it«t}j{ci3V^T, ft!!<0 

ia^2*<CPUfc:fti?o-cSLAL. iSffii^l ttSffl-T 
rw—^:*-^^ 7 ^' ^J' S: , jeilS# 2 3&igif^T-^ i. i 3 (c 

*-^>§ I # ^fc'r ^--^ ^ 7 :$^x<7)y-M,^mr 

LXti-(>, &.ihXmm^2t<y°U-^-^-r'7^:$'iM 
mLX. jSSS*li:y-AS:-rsCt**i£5Sfc^S*<. 

A^mmt^y-Mz^^hL^^^U, mtii. ^^iyyy 

m (mti£-^'mm<7)mmMm) (r)y-j^^(7)^mmm 

i><r){,zm.^^ii^zb^j:<. m^<ni^if^^X'hh, 
[ 0 1 7 9 ] t^'c, zzx-m^ni-tzmtmrnM. rv- 

mm^^Ltii>cr)X'$>i>. t*S¥8-2 7 6 

0 70, #^^8-2 7 6074^CiiV^T^$i^TV^S 
J: 3 ic, ({R«<7)-9-X'<.>'i^ a ^-cO^ 

^ymWi^'ftLx. z<r>Mmtf^mm±izmmi (v-yt:^ 

[0180] Z(r>^x^yi^3 y<r>^tK 8Sm*t3i 
W-^tiX. z<r>mM-m^i,Z'^h^xy'V—^-^^^^ 

t^h^m-^izii. m2 8c7)t^im^±ri>zm)-r^B)imb 

•th . ■^^i.^yi^ 3 v-tn- >J y^<o^mifiS>?>m^l>z 

:*Mc7)ilS§i:Pl*-[fi]{cll2 8cOB*«^ffl(tSo 
[ 0 1 8 1 ] C P UJi, leigmi: LXm- h U ••/ -J 

y7h'>xricJ:-5T, ei^<7)J: 3^y-A$r||3S^|, 



(SO) )00-350867 (P2000-35JL8 



M)-yj^'ROM. CD-ROM<7)ffiC'f y:?— :t-/ 
CO 1 82] 

{mizy-Atzmmx't . ^(^mzi^mmzM.-:>mmL 

mmzd:mc^y-MzKvk^-thztx\ ikmcoh^m 
m^iziimibik^m^^x.x . y-A^soitf^^t 

•J -X y h u :6r;^<?)^A!@*r^^y-A =^x^J^t5XV= 

^(^y-2.:fjmi:mmx'^ t . 

[01 ] ::<7)^<7)mm<ommiizghi,y-j^mm(rm 

mya-'/i'mx'hh. 

im2]mi<^y-j^mm^4hm^^xm^$ixfz. z 
comn<r)mm<mmiizi^^mmy-j^ms<nmmyn 

-^■7mx'hh, 

[03] zcr^^^(nmm<nmm.\\izi^hmrmx,y-h. 

Siatomigya .y 0T'fc & . 

[04] z.<r)mi<rmmmm\\iz^hW^f-j>^mM. 
[05 ] z.<rm?^<rmmmm.\<r)'f~h,^m<rmm.<r> 

ya-i-'c—hX'hh. 

[06 ] >lc7)fgBfliOSIffiO««l coy-Asgscoiaas: 
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Summary. 



(57) [Abstract] 

[Technical problem] It aims at a play person offering the race game equipment of the 
free entry method which can pai^icipate at any time. 

[Means for Solution] Like the so-called durable race, many vehicles are the race 
games it runs for a long time. Vehicles are always developing the race (ST1), and a 
play person chooses the vehicles of shell arbitration among these (ST3), and 
participates in a race from the middle (STs 4 and 5). Based on the pass point (ST6) 
which shows whether it is having passed how many sets (extracted), and the time 
limit (ST7), it becomes game over. 
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CLAIMS 



[Claim(s)] 

[Claim 1] The game equipment have a control end means terminate control by the 
play person concerned when the aforementioned selected mobile fulfills 
predetermined conditions, an advance means advance the race game by two or more 
mobiles continuously irrespective of a play person's existence, a selection means 
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choose either of two or more aforementioned mobiles by the play person, a control- 
transfer means make control of the aforementioned selected mobile shift to a play 
person, and. 

[Claim 2] Game equipment characterized by providing the following. An advance 
means to control two or more objects automatically and to advance a game 
automatically according to the program defined beforehand. A selection means by 
which a play person chooses either of two or more objects. A control-transfer 
means to move control of the aforementioned object which the play person chose to 
a play person. A control end means to terminate control by the play person 
concerned when the selected object fulfills predetermined conditions. 
[Claim 3] Game equipment according to claim 1 or 2 characterized by providing the 
following. The aforementioned advance means is a parameter change means to 
change the performance parameter of the aforementioned mobile or the 
aforementioned object object in connection with the passage of time. A supply 
means to move the aforementioned selected mobile or the aforementioned selected 
object object to the position for restoration of a performance parameter by 
operation of a play person. A return nieans to return the aforementioned mobile or 
the aforementioned object object after restoration of a performance parameter. 
[Claim 4] The aforementioned advance means is game equipment according to claim 
1 or 2 characterized by having an environmental condition change means to change 
an environmental condition with advance of a game. 

[Claim 5] The aforementioned advance means is game equipment according to claim 
1 or 2 characterized by keeping constant the number of the aforementioned mobile 
or the aforementioned object objects. 

[Claim 6] The aforementioned advance means is game equipment according to claim 
1 or 2 characterized by setting up the environmental condition of advance of a game 
by choosing from two or more environmental conditions defined beforehand. 
[Claim 7] Game equipment according to claim 1 or 2 characterized by providing the 
following. The aforementioned selection means is equipped with a position detection 
means to ask for the position of the aforementioned selected mobile or the 
aforementioned object object, the aforementioned control move means 1 st mobile 
control means which moves control of the aforementioned mobile which waited for 
and chose that the aforementioned selected mobile or the aforementioned selected 
object object approached the aforementioned position when the position of the 
aforementioned selected mobile or the aforementioned object object and the . 
position in which a play person participates the middle are near, or the 
aforementioned object object to a play person. 2nd mobile control means which 
moves the aforementioned. selected mobile or the aforementioned selected object 
object to the aforementioned position, and moves control of the aforementioned 
selected mobile or the aforementioned object object to a play person when there are 
not a position of the aforementioned selected mobile or the aforementioned object 
object and a position in which a play person participates the middle closely. 
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[Claim 8] The aforementioned selection means is game equipment according to claim 
7 characterized by having a change-of-a-situation means to change the situation of 
the aforementioned selected mobile or the aforementioned object object when the 
position of the aforementioned selected mobile or the aforementioned object object 
and the position in which a play person participates the middle are far. 
[Claim 9] The aforementioned selection means is game equipment according to claim 
1 or 2 characterized by choosing the aforementioned mobile or the aforementioned 
object object to which the inputted sign and the corresponding sign were given. 
[Claim 10] The aforementioned control end means is game equipment according to 
claim 1 or 2 characterized by having a Judgment means to terminate control based 
on the path count which shows the number of times of passing between the 
selected mobile or the selected object object, other mobiles, or an object object. 
[Claim 11] Game equipment according to claim 10 characterized by asking for the 
aforementioned path count by measuring the position of the aforementioned mobile 
or an object object on the basis of the predetermined point within the block 
established along with the course of the aforementioned mobile or the 
aforementioned object object. 

[Claim 1 2] The aforementioned control end means is game equipment according to 
claim 1 or 2 characterized by having a score calculation means to calculate the 
score about the aforementioned play person's play result. 

[Claim 13] The aforementioned control end means is game equipment according to 
claim 1 or 2 characterized by terminating control by the play person concerned 
when predetermined carries out time progress. 

[Claim 14] The art of the game performed by a race game continuing irrespective of 
a play person's existence characterized by providing the following. The selection 
step as which a play person chooses either of two or more mobiles in a race. The 
participating step which participates in a race using the aforementioned mobile 
which the play person chose. The game continuation step which continues a race 
game by two or more mobiles containing the aforementioned selected mobile. The . 
game exaggerated processing step considered as game over when the 
aforementioned selected mobile fulfills predetermined conditions. 
[Claim 15] The art of a game according to claim 14 characterized by providing the 
following. The aforementioned participating step is a position detection step which 
asks for the position of the aforementioned selected mobile. The 1 st mobile control 
step which moves control of the aforementioned mobile which waited for and chose 
that the aforementioned selected mobile approached the aforementioned position 
when the position of the aforementioned selected mobile and the position to which a 
play person participates in a race the middle are near to a play person. The 2nd 
mobile control step which moves the aforementioned selected mobile to the 
aforementioned position, and moves control of the aforementioned selected mobile 
to a play person. 

[Claim 1 6] The aforementioned participating step is the art of the game according to 
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claim 1 5 characterized by having the change-of-a-situation step to which the 
situation of the aforementioned selected mobile is changed when the position of the 
aforementioned mobile chosen at the mobile control step of the above 1 st and the 
position to which a play person participates in a race the middle are far. 
[Claim 17] The aforementioned game continuation step is the art of the game 
according to claim 1 4 characterized by to have the supply step which moves the 
aforementioned selected mobile to the position for restoration of a performance 
parameter by the parameter change step to which the performance parameter of the 
aforementioned mobile is changed in connection with the passage of time, and 
operation of a play person, and the return step which returns the aforementioned 
mobile to a race after restoration of a performance parameter. 
[Claim 18] The aforementioned game exaggerated processing step is the art of the 
game according to claim 14 characterized by judging game over based on the path 
count which shows the number of times of passing between the selected mobile and 
other mobiles. 

[Claim 19] The art of the game according to claim 18 characterized by asking for the 
aforementioned path count by measuring the position of the aforementioned mobile 
on the basis of the predetermined point within the block established along with the 
course of the aforementioned mobile. 

[Claim 20] a game system equipped with the connecting means which connect the 
aforementioned communication controller of two or more game equipments equipped 
with the image processing system which generates a. game screen, and the 
communication controller which controls connecting with the aforementioned image 
processing system and communicating with other equipments, respectively, and the 
game equipment of these plurality — it is — the aforementioned game equipment — 
a claim 1 or a claim 1 3 — the game system characterized by to be game equipment 
of a publication at either 

[Claim 21] The aforementioned communication controller is a game system 
according to claim 20 characterized by communicating taking a synchronization for 
parameter information through the iaforementioned connecting means. 
[Claim 22] The game system according to claim 20 characterized by having the 
external monitor which displays the control means which acquire the information 
about the situation of a race on two or more aforementioned game equipments from 
either at least, and determine a display image, and the display image determined by 
the aforementioned control means. 

[Claim 23] Two or more aforementioned game equipments are game systems 
according to claim 20 characterized by having the display which displays the 
information about the situation of a race, respectively. 

[Claim 24] In response to the data which each image processing system processed 
the data assigned beforehand in two or more aforementioned game equipments, and 
were processed with other game equipments while each communication controller 
outputted the processed data to other game equipments, it is the game system 
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according to claim 20 characterized by writing in the memory of the aforementioned 
image processing system. 

[Claim 25] a processor — a claim 1 or a claim 13 — the record medium which 
recorded the procedure for making it function on either as the aforementioned 
advance means, the selection means, control move means, and control end means of 
a publication 

[Claim 26] The game system characterized by providing the following. A game 
execution means by which two or more play persons can participate and play a 
match against a common game mutually. A false game execution means to make the 
play someone else participate in the aforementioned game the middle in false when 
there is play someone else who participates in the aforementioned game from the 
middle. A play person setting means to set up automatically two or more new play 
persons who were made to reflect the record against an opponent of the game, and 
added the play person according to above when waging war of the fixed range of the 
aforementioned game was completed. A game continuation means to make two or 
more of these play persons that set up automatically participate in the 
aforementioned game automatically, and to make the game continue. 
[Claim 27] The aforementioned game is a game system according to claim 26 which 
is the driving game which performs competition by vehicles on game space. 
[Claim 28] The aforementioned false game execution means is a game system 
according to claim 27 which is. a means to make a match play against the vehicles 
which the computer with which the system side is equipped controls. 
[Claim 29] the above the aforementioned play person setting means added a 
judgment means judge the end of the fixed range of the aforementioned driving game, 
a determination means decide the results of the aforementioned driving game when 
this end is judged, the continuation participant in the aforementioned game which 
specified these game results in the light of the conditions which defined beforehand, 
and the participant according to above — the game system [ equipped with a setting 
means set up two or more new play persons ] according to claim 28 
[Claim 30] The fixed range of the aforementioned driving game is a game system 
according to claim 29 which is the range in which only the number of times of 
predetermined runs the circumference course from the start on the virtual game 
space of a driving game to gall. 

[Claim 31] In the game execution method that two or more play persons can 
participate and play a match against a common game mutually When the play 
someone else is made to participate in the aforementioned game the middle in false 
when there is play someone else who participates in the aforementioned game from 
the middle, and waging war of the fixed range of the aforementioned game is 
completed on game space The game execution method characterized by what set up 
automatically two or more new play persons who were made to reflect the record 
against an opponent of the game, and added the play person according to above, you 
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make two or more of these play persons that set up automatically participate in the 
aforementioned game automatically, and is made to continue the game. 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] This invention relates to processing 
of the game to which operation of a play person is answered in objects (object 
object), such as an automobile, and a monitor top is moved like a driving (car race) 
game in detail with respect to the art, the game equipment, and the game execution 
method of a game. Moreover, it has two or more cases mutually connected through 
means of communications, and is related with the game system which a lot of people 
are pitched against each other mutually, for example, performs a driving (car race) 
game etc. between this case, and its game method. 
[0002] 

[Description of the Prior Art] The image processing system which offers various 
pictures is proposed with progress of computer graphics technology in recent years. 
A certain thing of these is used for the so-called TV-game equipment, and offers 
the race game, the shooting game, the simulation game, the action game, etc. 
[0003] This kind of game equipment does not ask home use and business use, but is 
more clear, and what can display a realistic image more is called for. Game 
equipment is equipped with the main part of game equipment which contained the 
computer apparatus which generally performs the game program memorized 
beforehand, the operating set which gives the manipulate signal which orders it 
movement of the object made to express in a game to a computer apparatus, the 
display which displays the picture accompanying the game expansion by a game 
program being performed by the computer apparatus, and the sound equipment 
made to generate the sound accompanying the game expansion. 
[0004] In order to make a screen into that which is more highly defined and is 
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powerful, game equipment in recent years defines image data in the 3-dimensional 
coordinate space of imagination, arranges an object (a "player character" or "player 
driver"), a background, etc., and displays the image which looked at these from the 
predetermined view on a display. 

[0005] As one field of the game equipment of such composition, the game equipment 
treating a driving game (car race game) exists. There is a game of game form which 
participates by a lot of people and competes for ranking mutually in this kind of 
game equipment. 
[0006] 

[Problem(s) to be Solved by the Invention] By the way, in the existing game, for 
example, drive game, of game form, once the game started, the participation from 
the middle was impossible. For example, in the system to which two or more game 
equipments of each other were connected and which can be communicated, the 
demonstration of participant collection is displayed first. This will be seen, two or 
more play persons will start a game simultaneously, and it will compete for the arm 
of each other. A simultaneous start is a principle in order to decide ranking 
impartially among each play person with such game equipment. For example, when a 
play is usually first begun to a passage by four persons and one common friend of 
theirs appears there, he can participate in the game which has already started. Thus, 
even if it names [ that conventional game equipment can be communicated and ], 
the role of "communication" of original for only playing among its friends and playing 
many and unspecified persons is not played. It seldom changes with a stand-alone 
after all. 

[0007] Moreover, in the existing drive game, if the course of a convention within 
predetermined time is not run the whole distance as a method of judging game over, 
the time over system that a game is completed is adopted. This time over system is 
the method that it is mainly suitable for a stand-alone, has communication facility 
and has that it is not suitable from the point of the fun of a game in the multi-play 
which many and unspecified play persons can enjoy with two or more game 
equipments. For example, in a time over system, how of game extension is left only 
to the top's play person, and because a consecutive play person merely aims at the 
top's position intently in the race which does not understand when it finishes, he will 
become. When it became so, a HcsMcsmc* ganne is not continued by a play person's will, 
an accident accidental in spite of the play person in whom skill (technique) excelled 
does not get used to the top, but the patterri of becoming game over regardless of a 
play person's will might also happen. 

[0008] This invention aims at offering the art and game equipment of a game which 
can be made to be able to depend for game expansion on a play person's own skill 
and own fate, and can cancel unsuitable game over while it was made in order to 
solve this technical problem, and a play person can participate at any time. 
[0009] As mentioned above, in the existing game, for example, driving game, of game 
form, once the game started, the participation from the middle was impossible. For 



2000-350867 



10 



example, in the game system to which two or more game equipments of each other 
were connected and which can be communicated, the demonstration of participant 
collection is displayed first. This will be seen, two or more play persons will start a 
game simultaneously, and it will compete for the arm of each other. By such game 
system, a game start is usually carried out at a simultaneous start. For this reason, 
after, beginning the waging-war play which depends on communication in four 
persons first for example, even if one another participant appears there, the 
participant cannot participate in the already started game. In order for this 
participant to participate in a waging-war game, it must be waiting to complete the 
waging-war play. 

[001 p] In this waging-war game, in the case of a driving game, if the course of a 
convention within predetermined time is not run the whole distance as a method of 
judging game over, the time over system that a game is completed is adopted. Race 
ranking etc. is displayed, after agreeing on this condition and completing a game. In 
this stage, a new participant can join a game (or it takes the place of the play person 
who lost), and newly performs the waging-war play by communication by two or 
more new play persons. That is, when the waging-war play by communication was 
continued, "the game end", "the addition (shift) of a new participant", and the step 
of "game resumption" were needed one by one between one game and the following 
game, the game became intermittent, it depended "between" this kind and the side 
in which the degree of excitement to a play and a feeling of interest were diminished 
was pointed out. 

[0011] furthermore, in the existing driving game, a new participant is gathered for 
every game over (it decides) — it is — for example, for the play person who ranked 
1st in the last game, it becomes a game deficient in the feeling of "remaining 
undefeated" That is, since it was not the game continuation in which the last game 
results were made to reflect automatically by the system side, for the play person 
with ability, it might become continuing an only high-achieving game intermittently, 
and the interest to a game might be halved. 

[0012] While it was made in order that this invention might solve this technical 
problem, and other play persons of the waging-war game by communication can 
participate at any time (entry) "Between" a game and games can be lost and two or 
more games can be continued continuously. And it targets to offer the a lot of 
people waging-war type game system and its game execution method of the free 
entry method which can make the game result of last time, such as game results, 
reflect in a next game automatically. 
[0013] 

[Means for Solving the Problem] The advance means which the game equipment 
concerning this invention continues the race game by two or more mobiles 
irrespective of a play person's existence, and is advanced, It has a control end 
means to terminate control by the play person concerned when the aforementioned 
selected mobile fulfills predetermined conditions, a selection means to choose either 
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of two or more aforementioned mobiles by the play person, a control-transfer means 
to make control of the aforementioned selected mobile shift to a play person, and. 
[0014] There are a car race, a marine race, a race by the aircraft, a race by the 
spacecraft, etc. as this kind of a race. A race is automatically continued by CPU and 
a play person can participate in a race at the time of a request. Therefore, 
irrespective of a play person's existence, the game is always advancing and can 
always enjoy a new aspect of afFairs. 

[001 5] An advance means for the game equipment concerning this invention to 
control two or more objects automatically according to the program defined 
beforehand, and to advance a game automatically, A selection means by which a play 
person chooses either of two or more objects, a control-transfer means to move 
control of the aforementioned object which the play person chose to a play person, 
and when the selected object fulfills predetermined conditions, it has a control end 
means to terminate control by the play person concerned. 

[001 6] An unrestricted fighting game and a war simulation game are contained in this 
kind of game equipment time. Moreover, in the case of a race game, it is also 
considered that the aforementioned object object is the body for example, in a pit in. 
[0017] The game equipment concerning this invention has a supply means move the 
aforementioned mobile or the aforementioned object object chosen by a parameter 
change means to by_which the aforementioned advance means changes the 
performance parameter of the aforementioned mobile or the aforementioned object 
object in connection with the passage of time, and operation of a play person to the 
position for restoration of a performance parameter, and a return means return the 
aforementioned mobile or the aforementioned object object after restoration of a 
performance parameter. 

[0018] For example, although there is a pit in in an actual car race, this is taken in in 
a game. Since various performances deteriorate as mileage becomes long, a mobile 
carries out the simulation of the situation also in a game. As processing which 
restores a parameter, there is a pit in of a car race, for example. Corresponding to 
the state of selection of the kind of supply at a supply step, elapsed time, and a 
mobile etc., you may enable adjustment of the grade of restoration of a parameter. 
As a performance parameter, there are the rate of a damage of a tire, a performance 
of an engine, a performance of transmission, a performance of a steering, a residue 
of fuel, etc. 

[0019] The game equipment concerning this invention is equipped with an 
environmental condition change means by which the aforementioned advance means 
changes an environmental condition with advance of a game. 
[0020] For example, it always continues changing until a road surface,, a weather 
condition, etc. are reset. When it crashes, sand scattered all over the road surface 
etc. remains as it is. Therefore, a more real game advance can be enjoyed. 
[0021] As for the game equipment concerning this invention, the aforementioned 
advance means keeps constant the number of the aforementioned mobile or the 
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aforementioned object objects. 

[0022] Since the numbers, such as a mobile it runs, are fixed, a race is always made 
impartially. However, it can also be made a means to manipulate customers because 
a distributor or an operator performs setting operation. 

[0023] The game equipment concerning this invention sets up the environmental 
condition of advance of a game, when the aforementioned advance means chooses 
from two or more environmental conditions defined beforehand. 
[0024] For example, an operator does initial setting of the environmental condition. 
As an environmental condition, the state of a road surface state, temperature, 
humidity (coefficient of friction of a tire and a road surface), and sand and oil and 
rain fall, it comes down with the start, and there is the end etc. Therefore, even if it 
is the same game equipment, various race expansions can be expected, and a more 
interesting game advance can be enjoyed. 

[0025] When a position detection means to ask for the position of the 
aforementioned mobile which the aforementioned selection means chose, or the 
aforementioned object object, the position of the aforementioned selected mobile or 
the aforementioned object object, and the position in which a play person 
participates the middle are far, the game equipment concerning this invention While 
having a change-of-a-situation means to change the situation of the 
aforementioned selected mobile or the aforementioned object object When the 
position of the aforementioned mobile which the aforementioned control move 
means chose, or the aforementioned object object, and the position in which a play 
person participates the middje are near The 1st mobile control means which moves 
control of the aforementioned mobile which waited for and chose that the 
aforementioned selected mobile or the aforementioned selected object object 
approached the aforementioned position, or the aforementioned object object to a 
play person. The position of the aforementioned selected mobile or the 
aforementioned object object and the position in which a play person participates 
the middle closely when there is nothing It has the 2nd mobile control means which 
moves the aforementioned selected mobile or the aforementioned selected object 
object to the aforementioned position, and moves control of the aforementioned 
selected mobile or the aforementioned object object to a play person. 
[0026] In addition, the aforementioned change-of-a-situation means is not 
indispensable composition, and you may make it move control of a mobile, without 
changing a situation in any way. 

[0027] Since the aforementioned selected mobile is among a race, it is necessary to 
return it to a start position automatically by a certain method, and it needs to leave 
control to a play person. If the distance to a start position is short, a start position 
will be arrived at by moving a mobile as it is at nature. If distance excels, it will 
return to a start position by changing the situation of a mobile at nature. For 
example, in a car race, generate accident and a trouble, and it is made to stop, for 
example, it leads by breakdown truck, and returns to a start position. Change of 
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jurisdiction of thereby more quick and natural control is attained. 
[0028] The game equipment concerning this invention chooses the aforementioned 
mobile or the aforementioned object object to which the sign into which the 
aforementioned selection means was inputted, and the corresponding sign were 
given. 

[0029] For example, it can consider that the number of a case makes it use it as a 
number of a vehicle as it is. It can ride in the vehicle, if the case is vacant. This 
method is intelligible for a play person. 

[0030] The game equipment concerning this invention is equipped with a judgment 
means by which the aforementioned control end means terminates control based on 
the path count which shows the number of times of passing between the selected 
mobile or the selected object object, other mobiles, or an object object. 
[0031] The game equipment concerning this invention asks for the aforementioned 
path count by measuring the position of the aforementioned mobile or an object 
object on the basis of the predetermined point within the block established along 
with the course of the aforementioned mobile or the aforementioned object object. 
[0032] By extracting one set of an enemy car by the car race, a path count is 
carried out +one, arid when extracted by one set of an enemy car, it is carried out - 
one. The path count at the time of a game start is set to suitable initial value. 
Processing is easy even when accepting participation the middle by the path count. 
[0033] The game equipment concerning this invention is equipped with a score 
calculation means by which the aforementioned control end means calculates the 
score about the aforementioned play person's play result. 

[0034] For example, in the game of a point system, it divides less than by what km 
etc. less than, and a score is calculated based on long [ how much ] it can run in 
this convention, which can set up a quick time, or from how many sets it escapes. 
[0035] The aforementioned control end means terminates [ equipment / game / 
concerning this invention ] control by the play person concerned, when 
predetermined carries out time progress. 

[0036] As a time limit, the time of having run for example, the race for 24 minutes 
can be considered. 

[0037] The selection step as which the art of the game concerning this invention is 
an art of the game performed by a race game continuing irrespective of a play 
person's existence, and a play person chooses either of two or more mobiles in a 
race. The participating step which participates in a race using the aforementioned 
mobile which the play person chose. It has the game continuation step which 
continues a race game by two or more mobiles containing the aforementioned 
selected mobile, and the game exaggerated processing step considered as game 
over when the aforementioned selected mobile fulfills predetermined conditions. 
[0038] There are a car race, a marine race, a race by the aircraft, a race by the 
spacecraft, etc. as this kind of a race. A race is automatically continued by CPU and 
a play person can participate in a race at the time of a request. 
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[0039] When the position detection step which asks for the position of the 
aforementioned mobile which the aforementioned participating step chose, the 
position of the aforementioned selected mobile, and the position to which a play 
person participates in a race the middle are near, the art of the game concerning 
this invention When the 1 st mobile control step which moves control of the 
aforementioned mobile which waited for and chose that the aforementioned selected 
mobile approached the aforementioned position to a play person, and the position of 
the aforementioned selected mobile and the position to which a play person 
participates in a race the middle are far It has the 2nd mobile control step which 
moves the change-of-a-situation step to which the situation of the aforementioned 
selected mobile is changed, and control of the aforementioned mobile which moved 
the aforementioned selected mobile to the aforementioned position comiDulsorily, 
and was chosen to a play person. 

[0040] In addition, you may make it the aforementioned change-of-a-situation step 
move control of a mobile, without changing not indispensable composition but a 
situation. 

[0041] Since the aforementioned selected mobile is among a race, it is necessary to 
return it to a start position automatically by a certain method, and it needs to leave 
control to a play person. If the distance to a start position is short, a start position 
will be arrived at by moving a mobile as it is at nature. If distance excels, it will 
return to a start position by changing the situation of a mobile at nature. For 
example, in a car race, generate accident and a trouble, and it is made to stop, for 
example, it leads by breakdown truck, and returns to a start position. 
[0042] The art of the game concerning this invention is equipped with the supply 
step which moves the aforementioned selected mobile to the position for restoration 
of a performance parameter, and the return step which returns the aforementioned 
mobile to a race after restoration of a performance parameter by the parameter 
change step to which the aforementioned game continuation step changes the 
performance parameter of the aforementioned mobile in connection with the 
passage of time, and operation of a play person. 

[0043] For example, although there is a pit in in an actual car race, this is taken in in 
a game. Since various performances deteriorate as mileage becomes long, a mobile 
carries out the simulation of the situation also in a game. As processing which 
restores a parameter, there is a pit in of a car race, for example. Corresponding to 
the state of selection of the kind of supply at a supply step, elapsed time, and a 
mobile etc., you may enable adjustment of the grade of restoration of a parameter. 
As a performance parameter, there are the rate of a damage of a tire, a performance 
of an engine, a performance of transmission, a performance of a steering, a residue 
of fuel, etc. 

[0044] The art of the game concerning this invention judges game over based on the 
path count which shows the number of times of passing between the mobile which 
the aforementioned game exaggerated processing step chose, and other mobiles. 
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[0045] The art of the game concerning thiis invention asks for the aforementioned 
path count by measuring the position of the aforementioned mobile on the basis of 
the predetermined point within the block established along with the course of the 
aforementioned mobile. 

[0046] By extracting one set of an enemy car by the car race, a path count is 
carried out +one, and when extracted by one set of an enemy car, it is carried out - 
one. The path count at the time of a game start is set to suitable initial value. 
[0047] The game equipment concerning this invention is game equipment equipped 
with the connecting means which connect the aforementioned communication 
controller of the image processing system which generates a game screen, two or 
more game machines which are connected with the aforenrientioned image 
processing system, and are equipped with the communication controller with other 
equipments which controls, respectively^ communicating, and the game machine of 
these plurality, and the aforementioned image processing system performs 
processing of a publication to one of the above. 

[0048] The game equipment concerning this invention is equipped with the external 
monitor which displays the control means which acquire the information about the 
situation of a race on two or more aforementioned game machines from either at 
least, and determine a display image, and the display image determined by the 
aforementioned control means. 

[0049] A control unit determines the picture which is consulted for a play person 
according to the situation of the mobile which is vying in the race. For example, if 
the interval between mobiles is large, it will plot and display on a map, if small, it will 
display like the cut of a camera, if one side goes into a pit, the situation of a pit will 
be displayed, if a trouble occurs, the mobile will be displayed and a commendation 
ceremony and a champion will be displayed at the time of a game clearance. 
[0050] The game equipment concerning this invention is equipped with the display as 
which two or more aforementioned game machines display the information about the 
situation of a race, respectively. 

[0051] As for a display, who is a reader, or it indicates whether a play person is in 
some present numbers of the circumference. 

[0052] The game equipment concerning this invention processes the data to which 
each image processing system was assigned beforehand in two or more 
aforementioned game machines, and each communication controller is written in the 
memory of the aforementioned image processing system in response to the data 
processed with other game machines while it outputs the processed data to other 
game machines. 

[0053] After processing of data is performed with a predetermined period and 
processing of one period is completed, the data by which any game machine was 
processed with other game machines are acquired. Therefore, all data are processed 
equalizing a processing load by distributed processing, and the whole data can be 
used with all game machines. Efficient data processing becomes possible. 
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[0054] The record medium concerning this invention is a record medium which 
recorded the procedure for operating a processor as one of the above as the 
aforementioned advance means, the selection means, control move means, and 
control end means of a publication. For example, a floppy (registered trademark) disk, 
a magnetic tape, a magneto-optic disk, CD-ROM, DVD, a ROM cartridge, a RAM 
memorv cartridge with a battery back-up, a flash memory cartridge, a nonvolatile 
RAM cartridge, etc. are included in a record medium. Information (mainly digital data, 
a program) is recorded by a certain physical means, and a record medium can make 
a predetermined function perform to processors, such as a computer and a special 
purpose processor. Moreover, a communication line like the telephone line and a 
radio circuit is also included in a record medium. 

[0055] When there are a game execution means by which two or more play persons 
can participate and play a match against a common game mutually, and play 
someone else who participates in the aforementioned game from the middle, the 
game system concerning this invention When waging war of a false game execution 
means to make the play someone else participate in the aforementioned game the 
middle in false, and the fixed range of the aforementioned game is completed A play 
person setting means to set up automatically two or more new play persons who 
were made to reflect the record against an opponent of the game, and added the 
play person according to above, Two or more of these play persons that set up 
automatically are made to participate in the aforementioned game automatically, and 
it is characterized by having a game continuation means to make the game continue. 
[0056] Thereby, the play person of participation can also participate in a game in 
false from the participating point in time the middle, and when a game divides one 
and sticks, it can participate in the game of the fixed range of next carried out 
automatically and continuously succeedingly as a waging-war member formal as it is. 
[0057] Suitably, the aforementioned game is a driving game which performs 
competition by vehicles on game space. Thereby, the free entry type driving game 
which can participate the middle at any time can be offered, 

[0058] Furthermore, one gestalt of the aforementioned false game execution means 
is a means to make a match play against the vehicles which the computer with 
which the system side is equipped controls. Thereby, the middle, being in the 
standby state to formal waging war, the play person of participation can also 
participate in a game in false immediately by computer waging war, and the play 
person of participation can eliminate the sensibility in which it slowed between 
standby states the middle. 

[0059] furthermore, the above which one gestalt of the aforementioned play person 
setting means added in a judgment means Judge the end of the fixed range of the 
aforementioned driving game, a determination means decide the results of the 
aforementioned driving game when this end is Judged, the continuation participant in 
the aforementioned game which specified these game results in the light of the 
conditions defined beforehand, and the participant according to above — it has a 
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setting means set up two or more new play persons The game which has by this the 
feeling of "full victory" which made the results of a driving game reflect in next 
circumference waging war can be offered. 

[0060] Furthermore, one gestalt of the fixed range of the aforementioned driving 
game is a range in which only the number of times of predetermined runs the 
circumference course from the start on the virtual game space of a driving game to 
gall. The driving game of this game unit can be continuously continued by this by the 
ability making a circumference run of the number of times of predetermined into a 
game unit, and participation in the middle of the game of the game unit can be 
received at any time. This middle, the play person of participation can join the game 
in a present progressive in false, and can participate in the game of a next game unit 
automatically as a formal member. There is no intermission after the game of the 
last game unit, and the game of the following game unit is continued automatically: 
[0061] When there is play someone else who the game execution method concerning 
this invention is the game execution method that two or more play persons can 
participate and play a match against a common game mutually, and participates in 
the aforementioned game from the middle When the play someone else is made to 
participate in the aforementioned game the middle in false and waging war of the 
fixed range of the aforementioned game is completed on game space Set up 
automatically two or more new play persons who were made to reflect the record 
against an opponent of the game, and added the play person according to above, two 
or more of these play persons that set up automatically are made to participate in 
the aforementioned game automatically, and it is characterized by what is made to 
continue the game. This acquires the operation effect equivalent to a game system 
as stated above. 
[0062] 

[Embodiments of the Invention] The form of operation of this invention is explained 
with reference to a drawing below form 1 . of implementation of invention. 
[0063] Drawing 1 is the block diagram showing the form of implementation of 1 
invention of the image processing system concerning this invention, and the game 
equipment using this. This game equipment is equipped with the main part 10 of 
game equipment, an input unit 1 1, an output unit 12, the TV monitor 13. the 
loudspeaker 14, the display 15, and the reader marker 16 as a basic factor. 
[0064] The main part 10 of game equipment is equipped with ROM102, RAMI 03, 
sound equipment 104, an input/output interface 106, the scrolling data arithmetic 
unit 107, the geographical feature data ROM 109, the JIOMETA riser 110, the 
configuration data ROM 111, drawing equipment 1 1 2, texture data ROM 1 1 3, the 
texture map RAM 114, the frame buffer 115, the picture synthesizer unit 1 16, and 
D/A converter 117 while it has CPU (arithmetic and program controDlOl. 
[0065] CPU101 is connected to R0M1 02 which memorized the predetermined 
program etc. through the bus line, RAMI 03 which memorizes data, sound equipment 
104, the input/output interface 106, the scrolling data arithmetic unit 107, and the 
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JIOMETA riser 110. RAMI 03 is operated as an object for buffers, and the writing 
(display of an object etc.) of various commands to the JIOMETA riser 110, the 
matrix writing at the time of a conversion matrix operation, etc. are performed. 
[0066] An input/output interface 106 can output the signal generated by CPU101 
etc. to an output unit 1 2 while it connects with the input unit 1 1 and the output unit 
12 and manipulate signals, such as a handle of an input unit 1 1 , are incorporated by 
CPU101 as a digital variable by this. Sound equipment 104 is connected to the 
loudspeaker 14 through power amplifier 105, and the acoustic signal generated with 
sound equipment 104 is given to a loudspeaker 14 after power amplification. 
[0067] CPU.IOI is based on the program built in ROM102 with the form of operation 
of this invention. The manipulate signal and geographical feature data from the 
geographical feature data ROM 1 09 from an input unit 1 1 , And the configuration data 
(3-dimensional data, such as "objects, such as a self-vehicle and an enemy car," 
and "a background of a move way, geographical feature, empty, a spectator, the 
structure, etc.") from the configuration data ROM 111 are read. The hit (collision) 
judging with geographical feature and a vehicle, behavior calculation of the whole 
vehicle, behavior of the body (it is a thing similar to the behavior of a suspension, 
and explains in detail later.) The simulation of vehicles, such as calculation and a 
collision judging of vehicles, is performed at least. 

[0068] The 3-dimensional system of coordinates (global system of coordinates) 
generally called right-handed coordinate system are used for CPU101, and when a Z 
direction is set on the screen back, the direction of Y has adopted under a screen 
the virtual space system of coordinates to which the direction of X is extended 
toward the screen right. CPU reads configuration data, such as a vehicle of the 
configuration data of the geographical feature of the geographical feature data ROM 
109, and the configuration data ROM 111, gives the processing according to the 
input signal to these data, and constitutes the picture which arranges and runs two 
or more vehicles in system of coordinates as stated above. This vehicle consists of 
a self-vehicle which a play person can operate, and other vehicles (like previous 
statement, you may call it an enemy car.) controlled by the game equipment side. 
[0069] After behavior calculation of a vehicle simulates the movement of the vehicle 
in a virtual space by the manipulate signal of the play person from an input unit 1 1 
and the coordinate value in 3-dimensional space is determined, the conversion, 
matrix and configuration data for changing this coordinate value into visual field 
system of coordinates (a vehicle, geographical feature, etc.) are specified to be the 
JIOMETA risers 110. The data which ROM109 which memorizes the data which 
defined the vehicle by the ellipse model for the collision judging was connected to 
CPU101, therefore were defined beforehand are passed to CPU101. 
[0070] CPU101 at this time performs the collision judging with a vehicle and the 
structure the collision judging with four flowers and geographical feature in the 
vehicle as an object object, the judgment of a collision of vehicles, and if needed, 
and mainly takes over the operation of the floating point at the time of this judgment 
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and behavior calculation of a vehicle. Consequently, the hit judging (collision judging) 
about a vehicle is performed by CPU101, since the judgment result is the same and 
it is made to be given at CPU101, the calculation load of CPU is reduced and this hit 
judging is performed more quickly, 

[0071] The JIOMETA riser 1 10 is connected to the configuration data ROM 1 1 1 and 
drawing equipment 112. The figure and configuration (body system of coordinates) of 
a background of objects, such as a self-vehicle which consists of combination of two 
or more polygons, and an enemy car, or geographical feature, empty, etc. are defined 
as the configuration data ROM 111. (Here, it is selectable suitably in the number of 
polygons.) for example, the list of coordinate values of each peak of the polygon 
group to be used (this coordinate value consists of 3-dimensional data, coordinate- 
value list: — ) The list of polygon sides which specified four arbitrary points by the 
peak number from the peak list for the 1st page of every polygon side further. The 
attribute which specifies whether one side of the thing showing the criteria position 
for determining the order of a display of each polygon and a polygon is displayed, or 
both sides are displayed, and a picture two-dimensional to a polygon (it is called "bit 
map data" or a "texture".) It consists of lists of field attributes of polygons, such as 
an element to stick, etc. 

[0072] As a solid with which these player characters etc. consist of two or rnore 
polygons (the square which is a polygon and mainly has four vertices, or three 
square shapes whose two of vertices of it corresponded) based on the data of 
R0M1 11, CPU101 performs modeling conversion which arranges this to 3- 
dimensional system of coordinates (world coordinate). Subsequently, CPU 101 
performs view conversion based on a view as stated above, and performs 3- 
dimensibnal clipping further. 

[0073] For this reason, CPU101 reads the list of the list of coordinate values as 
stated above, the list of polygon sides, and polygon side attributes etc. from 
ROM102. And CPU101 passes these data to a JIOMETA riser. The JIOMETA riser 
110 carries out transparent transformation of the data specified by the conversion 
matrix sent from CPU101, performs two-dimensional clipping further, and obtains 
the data changed into visual field system of coordinates from the world coordinate in 
a 3-dimensional virtual space. 

[0074] Drawing equipment 112 outputs a texture to the changed configuration data 
of visual field system of coordinates in lamination and a frame buffer 1 1 5. In order to 
stick this texture, drawing equipment 1 1 2 is connected to the frame buffer 115 while 
connecting with texture data ROM 1 13 and the texture map RAM 114. 
[0075] The configuration data for which it is sufficient when performing the hit 
judging with a vehicle and geographical feature and the hit judging of vehicles and 
which were set up comparatively coarsely (simply) are stored in the geographical 
feature data ROM 109. For example, the configuration of the vehicle for a collision 
judging is defined as a rectangle. On the other hand, the data set up more precisely 
are stored in the configuration data ROM 1 1 1 about the configuration which 
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constitutes screens, such as a vehicle and a background. 

[0076] The SUKURORUDE-TA arithmetic unit 107 calculates the data of scrolling 
screens, such as a character, and this arithmetic unit 107 and the aforementioned 
frame buffer 1 15 result in the TV monitor 13 through the picture synthesizer unit 
1 1 6 and D/A converter 1 1 7. It is compounded according to the priority polygon 
screens (simulation result) stored temporarily in the frame buffer 1 1 5, such as a 
vehicle and geographical feature (background), and the scrolling screen of alphabetic 
information, such as a speed value and a lap time, were specified to be by this, and 
final frame image data is generated. This image data is changed into an analog signal 
by D/A converter 1 17, and is sent to the TV monitor 13, and the picture of dry 
BINGUGE-MU is displayed on real time. 

[0077] A communication interface 1 18 is for CPU101 performing other equipment 
and data communication, for example, the parallel data of a GPU bus is changed into 
serial data, or it is equipped with the converter which transforms inversely, and the 
controller for establishing a communications protocol. 

[0078] An input unit 1 1 has a handle, an accelerator, a brake, a shift lever, a view 
change (view change) switch, etc., and the output unit 12 has a handle kickback 
mechanism and various lamps. This handle kickback mechanism gives predetermined 
reaction force to a handle in accordance with the behavior of the vehicle mentioned 
later. 

[0079] The TV monitor 13 may display the picture of dry BINGUGE-MU, and may 
use a projector instead of this TV monitor. A view change switch is a switch which 
changes a view. A play person is provided with the view which looked at the view or 
self-vehicle firom a drivers seat from slanting back by operation of this switch. 
[0080] If it connects with an input/output interface 1 06 and a display 1 5 is under 
play, it will display the situation of plays, such as the play person's number of the 
circumference. If it is not [ be / it ] under play, the display of "NO ENTRY" etc. 
which shows that it can play will be made. 

[0081] It connects with an input/output interface 106, while the play person who is 
playing with the game equipment 10 is running the top, the light is switched on, and 
the reader marker 1 6 reports that to other play persons and spectators. 
[0082] drawing 2 — the game equipment of drawing 1 — for example, the 
composition of communication game equipment which comes to make a total of 
four-set (others — for the number to be sufficient) connection is shown Four sets 
of the game equipments la, lb, 1c, and Id are equipped with image processing 
systems 10a, 10b, 10c. and lOd and communication controllers 17a, 17b, 17c, and 
17d, respectively. The communication controller 17 is connected with the 
communication interface 118 of an image processing system 1 0. The communication 
controller 1 7 is equipped with other equipments and two or more ports 
corresponding to 1 to 1 . A communication controller 1 7 is equipped with at least two 
ports in the example of drawing 2 . Or you may be the type (for example, a thing like 
Ethernet (registered trademark)) in which two or more of other equipments are 
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connected to one port. According to this system, any ganne equipment 1 can acquire 
the information on other game equipments (a score, ranking, a time, various statuses, 
etc.). 

[0083] In drawing 2 , game equipment 1a is a master and the game equipments Ib- 
id are slaves. About the procedure of communication between these equipments, it 
mentions later. A control unit 18 is 1 equipment of the communication loop between 
a master and a slave. A control unit 1 8 receives information, such as a game screen 
and a situation of a race, from game equipment 1 a, and displays the picture for 
entertaining a play person and a spectator on the external monitors 19a and 19b. In 
addition, although a channel is a loop-like in this drawing, a bus type and Ethernet 
type channel may be used like the dotted line of not only this but this drawing. 
[0084] Drawing 3 shows the example of composition from which drawing 2 differs. 
The game equipments [ la. lb, 1c, and Id ] communication devices 20a, 20b, 20c, 
and 20d are equipped with the port for receiving the control information from a 
control unit 21 while they transmit the image processing systems [ 10a, 10b, lt)c, 
and lOd ] information which it has to a control unit 21. A control unit 21 is equipped 
with the communication interface, for the number of game equipment, and acquires 
the information on all game equipments. And these information and required control 
information (for example, turning on and off of a display other play persons' vehicle, 
change of ranking) are transmitted to each game equipment. Since the information 
on game equipment 1 is brought together in a control unit 21 at once in the case of 
drawing 3 , the composition of the communication device 20 of game equipment 1 
becomes easy. 

[0085] Drawing 4 is the perspective diagram of drawing 2 or the communication 
game equipment of drawing 3 . Although this drawing shows the system which 
consists of four sets of game equipments, game equipment is as the above- 
mentioned [ the thing / ****** / what / whose number ] /. Game equipment 1 
imitates the cockpit of a vehicle, respectively, is made, and it has a control panel, a 
drivers sheet, etc. equipped with TV monitor 1c equivalent to a front window, and a 
handle. Furthermore, while the reader marker 1 6 sets on the case of game 
equipment, respectively, a display 1 5 is attached in the tooth back of a drivers sheet, 
respectively. Thus, if you arrange two or more game equipments side by side, in the 
communication game equipment which competes for other play persons and arms, it 
is convenient. Moreover, in front of a play person, two large-sized TV monitors 19 
are arranged, and other play persons' situation etc. can grasp now easily. 
[0086] Drawing 5 is the flow chart of operation of the race game of one set of game 
equipment. Drawing 6 - drawing 1 6 are the examples of a screen for explanation of 
operation. Drawing 1 7 is the example of the plan of the race course for explanation 
of operation. 

[0087] Operation of the equipment of the form 1 of implementation of the next 
invention is explained. 

(The contents of a. free in-system) A "free in-system" is in one of the features of 
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the equipment of the form 1 of implementation of this invention, if the point that 
******** is always developing the race to a play person's existence, as for this 
system (ST1). the point (ST3) which can choose the arbitrary vehicles under run, 
and a play person start a game — a race — on the way — the point (ST4) which 
participates — it comes out For example, even when a play is usually first begun to 
a passage by four persons and one common friend of theirs appears there, he can 
participate in a game immediately. Thus, according to the equipment of the form 1 of 
implementation of this invention, many and unspecified persons can be played and a 
role of an original communication game can be played. Hereafter, a free in-system is 
explained using drawing 5 . 

STOA: In order to start the game system of powering-on drawing 1 by the operator - 
drawing 4 , an operator switches on the power supply of a system first. 
STOB: Perform an environmental setup of a game (scenario) by the operator which 
makes environmental setting offer. For example, it is made a race game, which 
games, such as an unrestricted fighting game and a war simulation, are offered time, 
or the kind of game is set up, and, as for a season, when and time performs [ when 
and a situation ] various setup, such as setting up the situation of the game of how, 
further. It can set up also about the environment which, in short, surrounds the 
mobile from which the play person chose the element of **** each as the game 
scenario, or not only a player character but it. 
STOC: Do generate a middle situation? 

An operator decides to make [ whether to make the game to offer into the game 
started from a starting line all at once, or ] it the game started from the situation 
that the race has already advanced to some extent, and inputs it into a system. 
Since it is necessary to set up a middle situation in the case of the latter, it 
progresses to the following step STOD. When that is not right, it progresses to a 
step ST 1. 

STOD: A certain grade which generates a middle situation, set up the situation noting 
that a race advances. Various parameters may be set up individually, and the set of 
two or more parameters is prepared beforehand, and you may make it preset it. 
ST1: Ad BATAIZU (the vehicle which CPU and a waging-war play person operate is 
always developing the race) 

The vehicle for many races is prepared beforehand and is going around on the 
predetermined course of drawing 1 7 . As for the field returned to a pit. without 201 
causing accident etc. for a course and the vehicles with which 202 was chosen, and 
203, in drawing 1 7 , a pit and 204 are seats. Vehicles go a course 201 around in the 
counterclockwise direction. The vehicle of these large number is controlled by 
CPU101 before the play. That is, the vehicle of ****** a large number runs before 
and after a play. This situation resembles the situation of a durable race. The vehicle 
which a play person uses is also running by CPU, and a play person can choose 
arbitrary vehicles from the vehicle it is running suitably in the below-mentioned step 
ST 3. In addition, when a vehicle goes around on a course continuously in this way. 
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change arises for the performance of the vehicle, for example, the grip performance 
of a tire etc.- Aging of this performance is also the fun of the game by the equipment 
of the form 1 of implementation of this invention. About this point, it mentions later. 
ST2: Judge whether coin injection coin was thrown in. When supplied (YES), it 
progresses to a step ST 3. A game is started by coin injection. In addition, in the 
following explanation, a game start or an end means play start or end that the play 
person participates in an on-gbing game the middle, and a start or end of the game 
itself is not meant. 

ST3: As stated to vehicles selection and the AT/MT selection screen point, the 
number of the vehicles on a course is fixed, and a participant chooses a desired 
thing from the vehicles under run. In this case, the management of all the motion 
control of the vehicles which are objects is transferred to a play person, and all 
operation of the move. direction, speed, etc. comes to be serially performed by 
directions of a play person. An example of this selection method is explained based 
on drawing 6 - drawing 10 . 

[0088] First, the vehicles selection screen of drawing 6 is displayed. The detail of 
this screen is shown in drawing 1 1 . While four vehicles are running the course top, 
profiles, such as each picture and a type of a car, the present position, mileage, 
horsepower of an engine, grip force of a tire, and the past war record, are shown in 
Screens 151-154. Simultaneously, the positions 155-158 on the course of each 
vehicles are also shown. A play person chooses a desired style and the vehicles of a 
profile based on these screens 151-154. 

[0089] A play person can choose vehicles freely except for the already chosen 
vehicles, results — excellent vehicles are easy to be chosen, even if a difference is 
in the performance on game processing and there is nothing — I will come out 
[0090] If a play person chooses one vehicle, as shown in drawing 7 , one of two or 
more screens ( drawing 7 screen 1 52) will carry out a zoom rise. Selection is 
performed based on the number of the vehicles displayed on a screen. It is 
convenient if the number displayed on the body of the vehicles which a play person 
can choose at this time, and the number of selection are made the same. 
[0091] And the rolling-stock-run screen is displayed. The selected vehicles return 
to the pit 203 of drawing 1 7 automatically. On the vehicles returned to the pit 203, a 
play person starts an embarkation race. That is, a play will always begin from the 
outlet of a pit. 

[0092] By the way, if vehicles are running the field 202, although it can go into a pit 
203 immediately, while running other fields, by the time it carries out a pit in, these 
things some of will have time. In such a case, a play person will be made to wait. 
Then, with the form 1 of implementation of this invention, by performing 
predetermined processing, CPU101 processes so that it may return to a pit quickly. 
Specifically, the following methods can be considered. 

- Method 1 : wait for the selected vehicles to return to a pit automatically. In this 
case, in order to shorten the latency time, it is good to shorten a course overall 
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length. 

Coin inJection-> vehicles selection-> The selected vehicles aim at a pit 
automatically from the moment of being chosen (if it reverse-**, even when 
distance will become short, reverse ** does not carry out a course top). 
- Method 2 : make the selected vehicles generate a trouble and return to a pit. The 
following can be considered as the kind and correspondence of a trouble. 
With the truck crane besides -> course in which go slow and it goes to a place along 
the route after large crash-> crash, (1) An after [ withdrawal (2) engine trouble-> 
trouble generating ] slowdown. When the stop-> same-as-the-above tire burst 
(blowout)-> same-as-the-above~> same as the above, however the selected 
vehicles are in a place along the route to the field 202 of pit this side ST4 which 
waits not to generate a trouble and for vehicles to return to a pit automatically: A 
participating play person starts a race by appearing from a pit 203 in a course 201, 
and joining many vehicles controlled by other play persons and CPUs in the middle 
of a play person's play start, and a game start ~> race. 

[0093] If a play person gets in in a pit 203, the display screen will turn into a screen 
which displays the front of a course like drawing 9 , and will turn into a start screen 
still like drawing 1 0 . The detail of drawing 10 is shown in drawing 1 2 . As for the 
damage meter which a mileage display and 162 show a speedometer, a tachometer, a 
manual / automatic display, and the display of a gear position to, and, as for the 
display (it mentions later about a path count) of a path count, and 161, the vehicles 
for a play with which 1 59 was chosen in drawing 12 , and 1 60 show the degree of 
damage of vehicles, as for 1 63, and 1 64, the complete view of a course and the 
position representation of enemy car 164a, and 165 are reflector glasses Moreover, 
the display of the time limit as shown in "LIMIT TIME 99:99:99", and the display of 
the change of state of a path count like "PASS UP [!! ]" are also made. In addition, 
the display of "PASS DOWNl!! ]", "Challenger is Coming", etc., etc. is also made by 
the portion of "PASS UP [!! ]." 

ST5: Race start (a primary, the 1 st game, the 2nd game) 

A race is started. Suppose that it also has the time for every everybody in a race, 
usually having the ranking system of a passage first. The play person of participation 
becomes the participation from an introductory course (start from a pit) the middle. 
Introductory course running the whole distance takes a certain amount of skill. 
Therefore, if an introductory course is cleared well and this course can be entered, 
it becomes the participation from a high order group, and if it fails, it will become the 
participation from a back group, in short — a play person — it is made to determine 
the ranking immediately after race participation on his skill level Moreover, a bonus 
time is made to add for every checkpoint, and it raises. The ranking raised with 
much trouble is not made to abandon as it is in game over, but it enables it to 
resume a game, maintaining its position by carrying out the KONTI new. However, 
although the KONTI new is carried out, if slow, since it is omitted by the enemy in 
behind in the meantime, it must be careful. Moreover, if careful attention is not paid 
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to also Joining a course from a start point, either, the other vehicles by which it 
comes from back will clash from behind. Conversely, the side to pursue also 
becomes the chance caught up and passed at the time of the KONTI new. 
ST51: Whenever it repeats the vehicles degradation circumference, performance- 
traverse ability (an engine performance, grip force of a tire, etc.) falls. For returning 
performance-traverse ability, you have to go into a "pit." 
ST52: The play person included in a pit goes into a "pit" by performing 
predetermined operation. However, in order to go into a "pit", you have to repeat 
the circumference more than a certain fixed numbers. 
ST53: Pit work scenery (it is the amount change of recovery by time) 
A screen like drawing 13 is displayed during work in a pit. A pit crew gathers for the 
surroundings of vehicles 166, and tire exchange and refueling are performed. Since 
the fun as a game screen is increased at this time, you may also make the so-called 
race Queen (beauty) 1 67 display like drawing 1 3 . 

[0094] Work in a "pit" takes time somewhat. A play person can choose the portion 
to fix. For example, only refueling which carries out tire exchange and which do not 
/Carry out can choose ... etc. The time which "pit" work takes can be suitably 
adjusted by reducing a repair part Thereby, the recovery condition of vehicles also 
changes. According to a play person's ability, and the performance of each vehicles, . 
the strategy of a "pit" can be stood as it fixes all if it is the play person who has 
confidence in speed, and only important portions, such as an engine or a handle, are 
fixed, if it is a diffident play person. Since a "pit" takes time somewhat, it is also 
. possible to change a play person in the meantime. Thus, the fun of a game increases 
more by introducing a "pit" and including in a game strategy. 

ST54: The play person who ended work at a pit start "a pit" joins a course 201, and 
participates in a race again. The unification point is always fixed and this becomes a 
start point in a course. Since the vehicles controlled by CPU are always running the 
course top, when there is not a participating play person, it becomes waging war of a 
CPU partner. 

[0095] It is a time of a pass point being lost, and a time of a stage being completed 
by the time limit that this game is completed. 
. ST6: Pass point over (PASS POINT OVER) 

When a pass point exceeds, in a step ST 6, "GAME OVER" is displayed like drawing 
J4 . If a game exaggerated display is made^ CPU101 will control this vehicle from the 
. time. And all screen display, such as distance and a PASS point display, disappears 
like drawing 15 . 

[0096] In addition, about the calculation method of a pass point, it mentions later. 
ST7a: — the time limit — stage ****** Ecklonias — laws — **** — the time limit 
— when exceeded, in step ST7a, "GAME OVER" is displayed like drawing 14 The 
number of the circumference which must be attained by within a time [ which was 
decided ]. for example is decided, and the time limit serves as game over, when the 
time limit passes and it is under this number of the circumference. Or when the time 
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limit passes simply, it is compulsorily good also as game over. The number of times 
of a limit is set as the number of times which can be attained if it is the usual skill. 
Next, it progresses to step ST7b. 

ST7b: Judge whether the number of times of the circumference of the above- 
mentioned convention which judges whether qualification was carried out (was the 
convention point attained or not?) has been attained. When qualification goes wrong 
(YES), it progresses to a step ST 8. When qualification is succeeded, (NO) 
progresses to a step ST 1 1 . 

STB: A camera carries out zoom out of the KONTINYU screen like a display, for 
example, drawing 1 6 , and a KONTINYU screen is displayed. 

ST9: In the KONTINYU screen of drawing 16 which judges whether KONTINYU is 
carried out, while counting down from 9 to 0, display the number on a screen. By the 
time it was set to 0, when there would be an injection of coin and there is no 
injection of coin until it judged with KONTINYU (YES) and was set to 0. it judges 
with (NO). [ KONCHINYU / NO ] 

[0097] When KONTINYU (YES), it returns to a step ST 4, and a game is resumed. ' 
That is, a zoom rise is again carried out from the KONTINYU screen of drawing 1 6 , 
and it shifts to the screen at the time of a start. 

[0098] In addition, when coin is thrown in beforehand, there are not a slowdown and 
discontinuation and it can continue a race with a its present location point and the 
present speed. It can continue a race advantageously, so that coin is thrown in early. 
[0099] When KONTINYU. (NO) progresses to a step ST 10. When coin is not thrown 
in, an engine stop starts and it slows down automatically. 

ST10: Return to the ad BAITAIZU screen display (ST1) which is a demonstration 

screen until a play person's game exaggerated processing game starts. 

ST1 1: If it has succeeded in qualification at the time of judgment time limit progress 

of a game clearance, it will judge whether the game was cleared further. When having 

attained the predetermined number of times of the circumference, it judges with 

having cleared the game (YES) and progresses to a step ST 12. 

[0100] When a game is not cleared, (NO) progresses to a step ST 15. 

ST12:total ******** — this play person s total results are displayed with a play 

person s results in which the past in this game equipment carried out the game 

clearance 

ST13: Display a ******** ending screen for ending, for example, a victor like the 
screen of a commendation ceremony. 

ST14: Display the screen to which the name entry of the play person of name entry 
** is urged. The entered name is memorized by RAMI 03 grade and displayed with 
other results excellent persons in the total results display screen of ST1 2. 
ST1 5: ******:<c* — the results of a primary of this play person are displayed 
ST1 6: In order to continue a course selection game, choose the course played next 
Only the play person who cleared the primary can choose a final course. 
[0101] In the above, operation of this whole game equipment was explained. As 
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explained first, the equipment of the gestalt 1 of implementation of this invention 
sets to one of the features the free in-system which can participate in a play, when 
arbitrary play persons are arbitrary. Therefore, it is characterized by unlike enemy 
cars starting all at once together with a self^vehicle in the conventional game, 
having already started the vehicle which participates in a race in the equipment of 
the gestalt 1 of implementation of this invention, and choosing a desired vehicle from 
these vehicles. Thus, since a game continues irrespective of a play person's 
existence, the game is always advancing, a play person can participate, when you 
like various aspects of affairs, or a spectator can always see a new aspect of affairs. 
Therefore, compared with the conventional^ game, a play person and a spectator can 
eryoy a game more. 

[01 02] By the way, in powering on's initial state, the position of other vehicles 
(enemy) is scattering and it is not necessarily immediately after a start. It is also 
considered that fairness cannot be maintained among the play [ which is immediately 
after a start ] persons (the position of vehicles comes out scatteringly and a certain 
shell free in is easy) which is difficult for participation (free in) the middle if like, and 
is begun later. Therefore, it is possible to carry out the position of vehicles 
scatteringly (random) from the beginning by calculation at the time of a start of 
operation. A distributor (or operator) can also set up a setup of this state as part for 
example, of a **** strategy. 

(The contents of a path count system) The path count system which is next suitable 
in a free in-system and which is the judgment method of victory or defeat is 
explained using drawing 18 - drawing 20 . 

[0103] In a free in-system, since it is not a simultaneous start like the conventional 
game, it cannot have, the game end by the degree of time cannot carry out, and a 
way (time over system) cannot be used. Then, the method (pass point system) of 
terminating a game on the point therefore generated to have kept being extracted is 
used. 

ST21: Acquire the information on the block in which the present self-vehicle is. 
[0104] Like drawing 1 9 , some blocks 205 divide the circumference course 201. A 
path count is calculated in each block. Each block 205 has the predetermined point 
206 like drawing 20 . and criteria [ point / 206 ] — the self-vehicle 207 and an 
enemy car 208 — it asks for the distance x of until, and y, respectively A pass point 
is calculated based on these distance x and y. Although the point 206 of drawing 20 
is on the travelling direction of a course, you may be the point from which it 
separated from other positions, for example, travelling direction, and opposite sides, 
or the course. Moreover, this judgment is not what was restricted to the flat surface. 
In short, what is necessary is just the reference point which can pinpoint the 
position on the flat surface of the vehicles 207 and 208 on a course, or space. 
[0105] CPU101 chooses the block 205 with which the self^vehicle 207 exists, and 
acquires the information (a position, configuration of a course, etc.). 
ST22: Compute distance with the point to the block. 
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[0106] The distance x in drawing 20 is found. CPU101 can know the coordinate of 
each vehicles easily. Distance is found based on the coordinate. If it is a straight 
course, it will become like drawing 20 . If it is a cun/ilinear course, distance will be 
found based on the distance of the configuration (for example, center line) of the 
curve. 

ST23: Acquire the information on the block in which all enemy cars are. 
[0107] Information is acquired about where all enemy cars are. Since this game 
equipment is communicating, CPU101 of each game equipment can receive the 
information on ail vehicles. 

ST24: Judge whether the block of an enemy car is the same as the block of a self- 
vehicle. 

[0108] Like drawing 20 , if the self-vehicle 207 and an enemy car 208 exist in the 
same block (YES), it will progress to the following step ST 25, and a pass point will 
be processed. Since passing will not be generated between enemy cars in (NO) and 
this block and a pass point will not change if not the same, processing of a pass 
point is ended. 

ST25: Compute distance with the point to the block of an enemy car. 
[0109] The distance y in drawing 20 is found. 

ST26: Compare the distance of a self-vehicle with the distance of an enemy car. 
[01 10] Rather than an enemy car, with the point, when near (i.e., when the direction 
of a self-vehicle is x<y like drawing 20 ), it progresses to a step ST 27. 
[01 1 1] On the contrary, when the self-vehicle is further (i.e., when it is x>y), it 
progresses to a step ST 30. 

ST27: Investigate whether a flag is investigated and "2" stands. 

[01 12] When the flag "2" which means that the self-vehicle was far in the last 

processing stands (YES), it progresses to a step ST 28. 

[01 1 3] When that is not right, since there is no change in the situation that this 
processing also has a near self-vehicle, processing of (NO) and last time does not 
need to change a pass point, either, it flies a step ST 28, and progresses to a step 
ST 29. 

ST28: Add a pass point (+1). 

[01 14] Although the self-vehicle was far (x>y) in the last processing, it means that 
the self-vehicle 207 had passed the enemy car 208 among these processings (for 
example, 1/60 seconds) since a self-vehicle was near (x<y) in this processing. 
Then, the pass point which means what "one set was extracted for" is incremented. 
ST29: Stand "1" to a flag. 

[01 15] Since the last processing and the situation changed and the self-vehicle 207 
became the point 206 closely, the flag "1" meaning this is stood. Processing of a 
pass point is ended now. 

ST30: Investigate whether a flag is investigated and "1" stands. 

[01 16] When the flag "1" which means that the self-vehicle was near in the last 

processing stands (YES), it progresses to a step ST 31. When that is not right, since 
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there is no change in the situation that a self-vehicle is far. processing of this time 
[ processing / of (NO) and last time ] does not need to change a pass point, either, 
it flies a step ST 31, and progresses to a step ST 32. 
ST31: Subtract a pass point (-1). 

[01 17] the last processing — setting — a self-vehicle — having been near (x<y) — 
it means that the self-vehicle 207 had been passed by the enemy car 208 among 
these processings (for example, 1/60 seconds) since a self-vehicle was far (x>y) in 
this processing Then, the decrement of the pass point is carried out. 
ST32: Stand "2" to a flag. 

[01 18] Since the last processing and the situation changed and the self-vehicle 207 
became far from the point 206, the flag "2" meaning this is stood. Processing of a 
pass point is ended now. 

[01 19] as mentioned above, a front enemy car — it can pass — a "path count" is 
carried out +one, and if extracted by the back enemy car, a "path count" will be 
pulled -one A path count system is a thing between many enemy cars which 
extracts and digitizes the situation of 5i«***5Me3|c***. 

[0120] Since it will become a KONTINYU screen if a path count becomes zero as 
explained previously (STs 6 and 8 of drawing 5 ) and the fun of a game is increased, 
default "path count" immediately after a game start is set as one or more values 
(for example, 3). 

[0121] A "path count" is displayed on a screen. Furthermore, it indicates how many 
sets were extracted or in what place it is. Moreover, a "path count" is converted 
while going into the "pit." Therefore, game over is also possible all over a pit. It is 
necessary to judge whether it goes into a pit from this viewpoint. This is the 
strategic judgment which was not in the conventional game, and can enjoy the play 
which is different from the former also from this point. 

[0122] In addition, you may make it "it is not only extracted", but take "a wall is 
collided with" etc. into consideration as the point as an object of a count. [ "it 
extracts" and ] 

(Effect of a free in-system and a path count system) According to these systems, 
as mentioned above, a waging-war person can participate at any time. After a game 
already starts even if, participation is possible from the middle, and the drive game 
which can vie in diplomacy of a drive technique or a race and which can just carry 
out "waging war" with a strange play person like a fighting game can be offered, thus, 
an associate — possibility that a match can be played not only against inner waging 
war but against the partner who does not know at all is high Moreover, a game can 
always run, without being interrupted (latency-time needlessness). 
[0123] In addition, the equipment of the gestalt 1 of implementation of this invention 
can be applied to other race games not only containing a drive game but an airplane 
game, and intrusion waging war of it which constraint with the troublesomeness of 
the waiting receptacle time for an entry or an unknown man does not need is 
attained. 
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(Setup of an environmental condition) In a free in-system, all vehicles have always 
participated in the race in the state of a run or the pit-in middle class. Therefore, a 
feelings-game can be offered like an actual durable race by changing environment, 
the state of vehicles, etc. in connection with the passage of time. It was difficult for 
elapsed time to be short and to change an environmental condition in this way in the 
system which all vehicles start simultaneously like before. Specifically, the various 
following conditions are changed. 

(1) Weather conditions, such as temperature, humidity, and a rainfall (it gets down 
and they are the start and the end), change with a calender or tinriers, and affect 
operability. Moreover, the four seasons is preset and a distributor chooses. 

(2) It crashes, is covered with sand, and the situation of a road surface changes, and 
affect operability. When the vehicles of CPU control run, the state of a road surface 
changes. If you want to run on a beautiful road surface, playing by No. 1 in the 
morning is desirable. If time is formed, the grip force will increase. Concrete 
conditions and concrete processing are as follows. 

(2-1) Change, the road surface temperature, and the road surface situation of the 
road surface by progress of a race (dryness, the state where it has got wet, the 
state where it is raining, a state with a puddle, the state where it is snowing, the 
state where snow has lain, the state that turned into the frozen ski slope, a state 
with an oil-like thing, a state with a sand-like thing, state with the slip back) 

- Change of the weather (being fine rain, snow, cloudy weather, hail, hail, fog) 

- Change of a wind (put together as change of a wind direction and strength, and the 
weather) 

- Outside environmental variation (temperature, humidity, atmospheric pressure) 
(2-2) To change of a situation The drag coefficient of the receiving processing and 
road surface temperature tire, and road surface The rate of a damage of the tire to 
change Every tire of each - road surface situation, such as ... to raise As opposed to 
all the environmental variation [temperature] quality of the materials outside such 
as change of the change down force of change aero resistance (CD value) of the 
change atmospheric pressure of the change air density of - weather change air 
resistance, such as change of the change field of view of the rise air resistance of 
the rate of a damage of the change tire of ********** a temperature value — top 
** — according to the use portion and kind of the quality of the material As 
opposed to all the physical quantity related to [ besides change [atmospheric 
pressure] air resistance or a down force ] a weight etc. in each endurance ability, 
the rate of a damage, etc. the parameter which the resistivity of the example brake 
friction pad of change and the manager of the Youngs modulus etc. game machines 

(3) of a tire change to all the physical quantity related to changing [temperature] 
friction — concrete conditions and concrete processing are as follows 

- Difficulty of a game (performance change of a vehicle, change of Enemy AI) 

- ON/OFF and the step-up conditions of the game over by selection and the 
circumference of the adjustments (12 min/24 min/6 min etc.) and the default course 
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of the time to adjustment and one day of the ON/OFF, weather change ON/OFF. 
four-seasons change ON/OFF, and the amount of damages of change of outside 
environment (conditions when progressing to the following course) 
(Distributed processing) The equipment of the form 1 of implementation of this 
invention is communicated type game equipment which two or more game machines 
are connected and carries out distributed processing by each. For example, when 
there are 90 vehicles, it is processed by 30 sets by game machine A, and 30 sets 
are processed by 30 sets and C by B, respectively. 

[0124] Distributed processing of the form 1 of implementation of this invention is 
explained using drawing 21 and drawing 22 . In drawing 21 , three sets of game 
machines la, lb, and 1c are connected. Game machine la is the game machine of a 
master, and it cpntrols the whole distributed processing while it determines load 
distribution of processing. Game machines lb and 1c are game machines of a slave. 
Game machine la is ****** about Data a to game machine lb. Game machine lb 
combines Data a and the data b processed by themselves, and sends them to game 
machine 1c, Game machine 1c combines the data c processed by themselves, and 
sends them to game machine la. [ data a+b and ] Thus, game machine la can 
acquire the data b and c which other game machines lb and 1c processed. The 
same is said of other game machines lb and 1c. Thus, any game machine can 
acquire all data, making game machines la, lb, and 1 c distribute processing by 
making data patrol. 

[0125] The timing of processing is explained in detail using drawing 22 . In drawing 
22 , Memory A, B, and 0 is the memory of game machines la, lb, and 1 c, 
respectively. Moreover, an arrow means the writing of data and the flow is the 
bottom from a top. Game machines 1 a, 1 b, and 1 c perform data processing of 
themselves charge from the time t1 to time t2, and while memorizing the data 
obtained by processing in one's memory, it writes in the memory of other game 
machines, namely, game machine la — Mempry B — Data a — in game machine 1 b, 
Data b are written in Memory 0 and game machine Ic writes Data c in Memory A, 
respectively 

[0126] From time t2, even if it applies to time t4 from time t3 and time t3, same 
processing is performed. Therefore, in the example of drawing 22 , all the data that 
need each game machine will be memorized by their memory by processing of time 
t1 to the time t4. This processing is repeated at a fixed interval. The intervals of this 
data communication are 1 / less than 60 seconds in accordance with the refresh 
rate of the display screen. 

[0127] Game machine la which is a master is also supervising collectively the 
processing situation applied to time t4 from the time t1 in other game machines. 
Based on the result, the processing load of each game machine in the following 
cycle is determined. A load will be increased, if a few is reduced and a margin is in a 
throughput, when a load is too large. Since a load is changed depending on the 
advance situation of a game, it is effective to distribute processing in adaptation in 
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this way in respect of efficient processing. 

(1) Enumerate the contents of communication data. 

The sense (three-dimensions coordinate) ax and ay of the position (three- 
dimensions coordinate) x of a type-of-a-car vehicle, y, and z vehicle, the scale 
factors (three-dimensions coordinate) dx and dy of az vehicle, the piece angle of dz 
tire (two of front-wheel right and left) 

The rotational frequency of a tire (four of front and rear, right and left) 

The various amounts of damages (an appearance portion, a tire performance, a brake 

performance, a steering, an engine, a suspension, wing, etc.) 

Behavioral information of a vehicle (destruction by fire a spin state, a drift state, 
state, etc.) - 

The block number which is now 

The data for carrying out the present pass point weather situation air situation road 
surface situation environmental-information (2) communication of the number 
present of the circumference are enumerated. 
One's identification number 

The situation flag of the flag present for flag reception for an answer (for distributed 
processing) 

One's CPU-load value (same as the above) 

CPU processing flag (for error processing) (same as the above) 

The processed amount (same as the above) 

Information which should be passed to a degree (same as the above) 
Information passed to the degree (same as the above) 

The composition of data is (data for communicating) +(data from environmental 
processor)+(data of self-vehicle)+n* (data of every vehicles (enemy)). 
(External monitor display processing) Processing of the picture displayed on the 
external monitor 1 9 shown in drawing 2 and drawing 4 is explained using drawing 23 . 
[0128] First, it Judges whether there is any play person (ST60a). If there is not a play 
person, an ad BATAIZU screen etc. is displayed on the external monitor 19. 
[0129] When there is a play person, the play person who is competing mutually is 
specified. For example, when there are two or more play persons, two persons' play 
person who extracted and has fought for the **:|e*iMc3fe:fc** top is specified (ST61). 
The following processings are perforrhed about this specified play person. 
[0130] It Judges whether the specified play person is separated (ST62a). When 
separated, a play person's position and condition are displayed in bird's-eye view, or 
are plotted on a map, and they are expressed (ST62b). If it does not do in this way, 
it is the shell as which a play person cannot grasp a partner s position easily 
mutually. 

[0131] It Judges whether the specified play person is near (ST63a). When near, the 
long cut from the point near the course is expressed like the screen of the TV 
camera which relays a race (ST63b). 

[0132] One play person Judges whether the pit in is carried out (ST64a). The 
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situation of a pit is displayed while carrying out the pit in (ST64b). By carrying out 
like this, the play person of another side can know easily that a partner's play person 
is doing the pit in, and tends to build a strategy. As explained previously, it is 
possible that a path count earns a count rapidly in a partner's pit in since it is 
continued, and a lead is extended at a stretch also in a pit in. 

[0133] It judges whether one play person caused course out / accident (ST65a). The 
situation is displayed when having caused course out / accident (ST65b). By 
carrying out like this, the play person of another side can know partner s play 
person's disadvantageous situation easily, and tends to build a strategy. When the 
partner has caused accident, he can also do a pit in. Moreover, the impossible race 
expansion which is not can be kept in mind, and a lead can also be extended steadily. 
[0134] One play person Judges whether the game clearance was carried out (ST66a). 
When a game clearance is carried out, the play person is displayed or the situation 
of a commendation ceremony is displayed (ST66b). This also becomes ad BATAIZU 
to a spectator. 

(Reader marker display processing) Processing of the picture displayed on the 
external monitor 19 shown in drawing 2 and drawing 4 is explained using drawing 24 . 
[01 35] First, it judges whether there are other play persons (ST70). If there are 
other play persons (YES), other play persons' information will be acquired (ST71). 
Since the information about other equipments patrols the equipment of the gestalt 1 
of implementation of this invention as stated previously although it has adopted 
distributed processing, required information can be acquired easily. Based on the* 
acquired information, the results of a self-play person and another play person are 
compared (ST72). A reader marker will be turned on if its direction is in an 
advantageous situation (ST73). 

[0136] Thus, since the highest-achieving play person's reader marker lights up at 
the time, fun of who of an understanding game increases immediately in a reader. 
[01 37] In addition, whenever he clears a certain fixed point since only the top's 
person can participate the middle in the gestalt of implementation of this invention 
although option was not granted, according to a play person's ability, option may be 
made to be conventionally granted, when a branching course etc. is formed in a race 
course individually. 

[01 38] As mentioned above, according to this invention, a play person chooses 
either of two or more mobiles in a race. Since it considers as game over when the 
aforementioned mobile which continued the race game by two or more mobiles 
containing the aforementioned mobile participated and chosen as the race using the 
aforementioned mobile which the play person chose, and was chosen fulfills 
predetermined conditions Irrespective of a play person's existence, it is carried out 
by a race game continuing and a play person can participate at any time. 
[01 39] Moreover, since the situation of the aforementioned selected mobile is 
changed and the aforementioned mobile is compulsorily moved to the 
aforementioned position when the position of the aforementioned mobile chosen 
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when participating, and the position to which a play person participates in a race the 
middle are far according to this invention, the time to the start of a game can 
prevent a bird clapper for a long time. 

[0140] When continuing a game according to this invention, the performance 
parameter of the aforementioned mobile is changed in connection with the passage 
of time, moreover, by operation of a play person Since it is made to move to the 
position for restoration of the aforementioned selected mobile of a performance 
parameter and the aforementioned mobile is returned to a race after restoration of a 
performance parameter, the conditions of change and its restoration of a 
performance can be taken in in a game strategy, and fun increases. 
[0141] Moreover, since according to this invention ganfie over is judged based on the 
path count which shows the number of times of passing between the selected 
mobile and other mobiles when considering as game over, it can be made to be able 
to depend for game expansion on a play person's own skill and own fate, and 
unsuitable game over can be canceled. 

[0142] Moreover, since it has the external monitor which displays the control means 
which acquire the information about the situation of a race on two or more 
aforementioned game machines from either at least, and determine a display image, 
and the display image determined by the aforementioned control means according to 
this invention, the picture which is consulted for a play person according to the 
situation of the mobile which is vying in the race can be offered. 
[0143] Moreover, since two or more aforementioned game machines are equipped 
with the display which displays the information about the situation of a race, 
respectively according to this invention, a spectator can be intelligibly told about a 
race situation. 

[0144] Moreover, since two or more aforementioned game machines write in the 
memory of the aforementioned image processing system in response to the data 
which each image processing system processed the data assigned beforehand, and 
were processed with other game machines while each communication controller 
outputted the processed (data to other game machines according to this invention, 
after processing of one period is completed, the data by which any game machine 
was processed with other game machines are acquired. Therefore, all data are 
processed equalizing a processing load by distributed processing, and the whole data 
can be used with all game machines. Efficient data processing becomes possible. 
[0145] The gestalt of operation of this invention is explained with reference to a 
drawing below gestalt 2. of implementation of invention. 

[0146] The game system concerning the gestalt of this operation is a communication 
game system by which two or more play persons can be simultaneously pitched 
against each other in a common game through communication. Two or more game 
equipments as a case which imitated the cockpit where two or more play persons sit 
down are installed in this communication game system. The electric composition of 
each game equipment is the same as what is shown in drawing 1 . Moreover, the 
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communication game structure of a system is the same as what is shown in drawing 
2 . Moreover, the perspective diagram of this communication game system is the 
same as what is shown in drawing 4 . 

[0147] According to this communication game system, games, such as a driving 
game, can be performed, respectively, using independently the game equipments la- 
1 d. On the other hand, two or more play persons can perform games, such as a 
pitched-against each other type driving game, through a communication system 
mutually. 

[0148] A this waging-war type game is offered in this communication game system 
as a free entry type a lot of people waging-war type game, the feature of this game 

— on the way — that it is free entry to the play person of participation, and a game 

— it is a game with exaggerated conditions or a feeling of game "full victory ' by 
which a game's being continuously performed unless a play person's shows an 
exaggerated intention, and the front game result were automatically riefiected in the 
participant determination of the following game 

[0149] This feature is in the entry processing shown in drawing 25 . Although this 
processing is performed by the control unit 1 8, you may perform for example, 
communication controller 17of game equipment la of master a. In addition, although 
they are explained that the following games are pitched-against each other type 
driving games, it is not necessarily limited to this. 

[0150] If processing of drawing 25 starts with a control unit 18, it will be judged first 
whether there was any entry of the play person to this communication game system 
(Step S1). Subsequently, it is Judged for the number of entries whether you are one 
person (Step S2). When the number of play persons which carried out the entry is 
one person (Steps S2 and YES), a control unit 18 orders game equipment la ( — , Id) 
with the entry computer waging war in this game equipment (Step S3). 
[0151] "Computer waging war" is a method with which CPU of each game 
equipment is pitched against each other among play persons according to the 
procedure defined beforehand. 

[0152] On the other hand, when the play person who did the entry is two or more 
persons, it judges whether it is communication waging war to (Steps S2 and NO) and 
a pan (step S4). This judgment is made based on the button-grabbing information 
from a play person etc. 

[01 53] "Communication waging war" is a method which play persons are pitched 
against each other through a communication, system between game equipment, and 
competes for a game. 

[0154] When it is judged that it is not communication waging war, (step S4, NO), and 
each game equipment with which the entry had computer waging war similarly are 
ordered (Step S5). On the other hand, when it judges that it is communication 
waging war (step S4, YES), a control unit 18 orders two or more corresponding game 
equipments of each communication waging war (Step S6). Thereby, two or more play 
persons in between game equipment compete for a driving game. 
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[0155] Subsequently, it stands by, repeating and judging whether the control unit 18 
had declaration of intention of the entry (game participation) by play someone else 
by the middle after the game start by two or more play persons (Step S7). When 
there is an entry on the way, it judges whether it is under [ (Step S7 and YES) and 
entry ****** ] ****** (Step S8). Judgment of this "entry ******" judges whether 
it is the state where play someone else vehicles may participate in the driving game 
in, virtual game space. 

[0156] A driving game here runs the circumference course from a start ST point 
(gall GL point) to a gall GL point (start ST point). For this reason, judgment of entry 
****** is decided by whether it is a state during the time from the time when head 
vehicles arrived at the last checkpoint PFN (refer to drawing 27 (a)) set as the 
predetermined position before a gall GL point to game resumption. The position on 
the course in which it can almost be considered that the last checkpoint PFN is a 
gall GL point is selected. 

[0157] The driving game has already started, and when it is not among entry ****** 
(Steps SB and NO), a control unit 1 8 orders the game equipment which had the 
entry the middle computer waging war between play persons (Step S9), and repeats 
processing of Steps S7-S8 again. It is made to run in false by this computer waging 
war in the state of running the tail end of the already started driving game hard by 
CPU of the game equipment which carried out the entry, for example. However, the 
ranking of the play person vehicles of participation becomes the results of a driving 
game [ finishing / a start ] this middle with a run of the waging-war standby state in 
which it is not made to participate. 

[01 58] For this reason, the play person who wants to participate in a communication 
game on the way does not need to wait until the already started driving game is 
completed, and he can participate in the driving game in a present progressive in 
false. Therefore, the presence of a game, atmosphere, etc. can be immediately 
shared from an intermediate participating time, without it seeming that the play 
person of participation ****s bored the middle. Moreover, since processing of Steps 
S7-S9 is carried out repeatedly, even when the play person of participation is 
plurality the middle, it can cope with it similarly. 

[0159] If the head vehicles of the started driving game arrive at the last checkpoint, 
it will be judged among entry ****** that the actual entry to a game is possible 
(Steps S8 and YES). At this time, processing which subsequently sets up the new 
participant who competes for the next circumference is carried out (Step S10). 
[0160] This setting processing is carried out like drawing 26 as an example. That is, 
the play person who was standing by by the time it would be in entry waiting ******, 
i.e., the participating standby person who did the middle entry and was doing 
computer waging war, is specified (step SlOa). Subsequently, full victory conditions 
are read from an internal memory to a work area (step SI Ob). Full victory conditions 
win straight victories in the high order person of a race result in a driving game, and 
select him as a person. For example, in the case of [ two ] three or more persons' 
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driving game (for example, a high order), it wins straight victories, and considers as a 
person. This full victory person is good for real time also as adjustable according to 
the number of play persons of participation etc. in the middle of the number of the 
play person who has participated in the game. 

[0161] A control unit 18 determines ranking in the sequence which passed through 
the last checkpoint PFN, and with reference to full victory conditions, it wins 
straight victories in it (remains), and it determines a play person (step SlOc). 
Subsequently, a standby play person is added to this full victory play person, and 
two or more new waging-war play persons are decided (Step S lOd). Furthermore, 
the corresponding game equipment is ordered processing of he doing the pit in of a 
play person's vehicles the price of was cut, for example, since the play person who 
lost cannot participate in the following circumference race (step SlOe). 
[0162] Thus, if two or more new play persons who perform the next circumference 
are set up automatically (Step SIO), as for a control unit 18, a game will check 
whether it agrees on game exaggerated conditions (Step SI 1). In game over (Steps 
SI 1 and YES), predetermined game exaggerated processing of displaying a game 
result is performed (Step SI 2). If it is not game over, it will judge whether in 
judgment (Steps Sll and NO), a control unit 18 continues communication waging 
war (Step SI 3). When continuing communication waging war, after processing of 
communication waging~war instructions of Step S6 is carried out again, the 
processing after Step S7 mentioned above is repeated- Since processing is returned 
to Step SI when not continuing communication waging war (Steps SI 3 and NO), 
computer waging war can be carried out independently in each game equipment. 
[01 63] Here, one example of the entry processing carried out by processing 
mentioned above is explained based on drawing 27 . Now, three vehicles A, B, and 0 
which three persons* play person controls shall run the circumference course on 
virtual game space. As shown in this drawing (a), three vehicles A, B, and 0 start a 
start ST (= gall GL) point simultaneously at time tl , and communication waging war 
is carried out. 

[0164] From the start point, as shown in this drawing (b), the checkpoint PUV which 
is not visible to a play person (screen of game equipment) is established in the 
predetermined distance remote point. It is set up in order, as for this checkpoint 
PUV, to demand advance of a game from a play person, and messages, such as 
"Hurry up", are displayed when not all vehicles also arrive at this checkpoint PUV in 
a predetermined time. Even if it still waits predetermined time further, when neither 
of the vehicles arrives at the checkpoint PUV which is not visible, processing of 
terminating a game compulsorily is taken. However, the latency time (predetermined 
time) here is set as the value which is not possible in the usual game. 
[01 65] Subsequently, a game advances, and as shown in this drawing (c), suppose 
that there was a play person of an entry the middle in time t2. This play person's 
vehicles D run the tail end of the game in a present progressive hard by computer 
waging war. As long as a play person s skill is high at this time, a difference with 
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vehicles A-C to precede may be contracted, or you may make it pass. However, it 
does not participate in the results of the game in a present progressive. That is, the 
middle, the play person of participation will participate in a game immediately in false, 
and will wait for a next circumference race. 

[0166] While the ranking at that time will be determined as gall ranking if the head 
vehicles A arrive at the last checkpoint PFN as shown in this drawing (d). it wins 
straight victories according to full victory conditions, and a play person's vehicles A 
and C are determined. A play person s vehicles B the price of was cut serve as a pit 
in compulsorily, and are removed from the next circumference. At this time, 
simultaneously, instead of a play person's vehicles B from which it escaped, the 
vehicles D of the play person of participation are added the middle, and a new 
waging-vyar partner becomes three vehicles of A, C, and D. 

[01 67] Since between setup of this new waging-war partner is advancing without a 
game stopping, it shifts to competition of this circumference automatically from the 
last circumference. That is. as shown in this drawing (e), the driving game by the 
new waging-war partners A, C, and D is succeedingly performed to the last 
circumference continuously. In this circumference of continuous this time, it 
becomes the start which has a distance difference, respectively between the 
vehicles D of participation, and the vehicles A and C of the participation from last 
time, and among the last vehicles A and C the middle. The distance difference at 
this start time is caught as seasoning to a game, and while giving a play person with 
skill the; advantage of only that as a prize in which the game result of the last 
circumference was made to reflect, the play person of participation has the intention 
of brewing a feeling of interest to a game by passing it aiming [ or ] at it the middle. 
[0168] Thus, when play someone else already participates in the game under waging 
war from the middle, while every timing can participate freely according to the 
communication game system of this operation form, the play person of participation 
can also participate in the game in the present progressive in false the middle. And 
the middle, when the game of the play person of participation is a driving game, it 
participates in false between circumference waging wars of the fixed range, and it 
can participate in circumference waging war (game) of the following fixed range 
automatically and continuous as it is. For this reason, the middle, the play person of 
participation can share the feeling of tension of a game from the time of 
participation the middle, and can raise a feeling of interest to a game. Moreover, 
since the thing of a high order can participate also in the next circumference waging 
war continuously as it is by circumference waging war of the fixed range of the last, 
a game with a feeling of "full victory" can be offered, and the feeling of interest of a 
game can be heaped up. 

[0169] By the way, the communication game system mentioned above adopts the 
technique of the following various image processings, and it is made to heap up the 
presence of a game. 

[0170] (1) When a play person's vehicles pass a bumpy road, sway the screen 
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displayed on the TV monitor 13 according to the degree of the irregularity of the 
bumpy road. 

[0171] (2) Display the shadow of the italic of vehicles and direct a cubic effect. 
Moreover, the texture of a shadow is changed according to the place which the 
shadow makes project. 

[01 72] (3) Carry out picture expression of the raindrops by the polygon for raindrops. 
[01 73] (4) Carry out picture expression of the wet road surface by fog processing. 
[0174] (5) Carry out picture expression of the backgrounds, such as twilight and 
night, by fog processing. 

[01 75] (6) Carry out picture expression of the spectacle in which lights, such as a 
mountain, hit by window processing. 

[01 76] In addition, although it has been explained that the communication game 
system of this operation form is a system which carries out a driving game, the 
game system of this invention is not necessarily limited to such a form, and can be 
applied to a fighting game etc. 

[0177] That is, in the fighting game equipment which can play a waging-war game 
mutually, an entry can be made possible the above middles, two or more play 
persons operating two or more game equipments, respectively. In this case, the 
hardware of the gestalt of the above-mentioned implementation explained in detail 
can be applied almost as it is, and can be realized by mainly changing software 
according to the difference of the game itself. For example, it is a case so that other 
play persons 2 may intrude [ the one play person 1 ] instead of CPU during waging 
war with CPU and it may fight with the play person 1 . The point which changes a 
program immediately so that the play person 2 can operate the player character 
under operation of CPU at this time. Although it is necessary for the play person 2 
to choose a player character and to consider a game as the play person 1 anew 
after the game in the player character which the play person 2 succeeded from CPU 
is completed About this point, a method of returning vehicles to a starting line 
automatically, the method of game exaggerated processing, a functional return art 
using the pit in of vehicles, etc. which were explained in detail in the above are 
applicable. In this case, it is possible to use situations, such as returning to a ring at 
the interval between the intervention of a referee, the doctor s inhibitions, rounds, 
and rounds in a situation suitable in a sport-combative game, of course, for example, 
boxing. 

[0178] Moreover, various deformation is possible, without being limited to what 
mentioned above processing (for example, processing which carries out a pit in) of 
the mode (for example, the tail end is run hard) of temporary false participation of 
the play person of participation, the process of the participant determination to the 
game of the fixed range of next (for example, circumference waging war of the 
number of times of fixed), and the player character of the play person who lost etc. 
the middle. 

[0179] Moreover, the operation form explained here is equipped with the processing 
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facility which moves the image from the view of a player character up and down 
according to the shape of toothing of a road surface, or the movement situation of 
vehicles. Drawing 28 shows the screen from the view of a player character. The 
suspension system (behavior calculation means of the suspension of imagination) of 
imagination is given by computer, and these vehicles are arranged through the 
suspension equipment of this imagination at the ground top on the ground of 
imagination in a 3-dimensional virtual space as JP,8-276070,A and JP.8-276074,A 
are shown in vehicles (mapping). 

[0180] The behavior of this suspension calculates from a road surface situation 
(road surface friction), the steering situation of vehicles, and the speed situation of 
vehicles, and changes the image from the view of a player character according to 
this result of an operation. For example, when irregularity is in a road surface, let the 
image of drawing 28 be the image which vibrates up and down. When the behavior of 
rolling is in a suspension, the image of drawing 28 is leaned in the inclination and this 
direction of vehicles. 

[0181] CPU creates the image and voice for realizing a game like previous statement 
by the application software supplied from cartridge I/F or CDROM as a storage. In 
addition, as a storage with which the program for operation of a game machine was 
memorized, the communication media on the Internet and a personal computer 
network are sufficient besides the cartridge ROM as stated above and CD-ROM. 
[0182] 

[Effect of the Invention] As explained above, according to this invention, the play 
person of participation can also participate in a game in false immediately in the 
middle of the waging-war game by communication. Since game participation can be 
carried out formally continuously automatically after that, the tedious feeling in the 
game waiting state of the play person of participation can be eliminated the middle. 
And while "between" a game and games can be lost and two or more games can be 
continued continuously By making the last game results reflect in a next game 
automatically, it can win straight victories in a play person with skill, admiration can 
be given, and a game can be heaped up. by this The a lot of people waging-war type 
game system and its game method of the free entry method which raised a feeling of 
interest to a game can be offered. 



[Translation done.] 
* NOTICES * 

Japan Patent Office Is not responsible for any 
damages caused by the use of this translation. 
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1 This document has been translated by computer. So the translation may not 
reflect the original precisely. 

2.**** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] It is the functional block diagram of the game equipment concerning the 
gestalt 1 of implementation of this invention. 

[Drawing 2] It is the functional block diagram of the communication game equipment 
concerning this gestalt 1 of implementation of this invention constituted using the 
game equipment of drawing 1 four sets. 

[Drawing 3] It is the functional block diagram of other communication game 
equipments concerning the gestalt 1 of implementation of this invention. 
[Drawing 4] It is the external view of the communication game equipment concerning 
the gestalt 1 of implementation of this invention. 

[Drawing 5] It is the flow chart of processing of the game equipment of the gestalt 1 
of implementation of this invention. 

[Drawing 6] It is a vehicles selection screen for explaining processing of the game 
equipment of the gestalt 1 of implementation of this invention. 

[Drawing 7] It is a zoom screen for explaining processing of the game equipment of 
the gestalt 1 of implementation of this invention. 

[Drawing 8] It is a run screen for explaining processing of the game equipment of the 
gestalt 1 of implementation of this invention. 

[Drawing 9] It is drawing showing the camera view in the game for explaining 
processing of the game equipment of the gestalt 1 of implementation of this 
invention. 

[Drawing 10] It is a start screen for explaining processing of the game equipment of 
the gestalt 1 of implementation of this invention. 

[Drawing 11] It is the detail of the vehicles selection screen for explaining 
processing of the game equipment of the gestalt 1 of implementation of this 
invention. 

[Drawing 12] It is a race screen for explaining processing of the game equipment of 
the gestalt 1 of implementation of this invention. 

[Drawing 13] It is a screen in the pit in for explaining processing of the game 
equipment of the gestalt 1 of implementation of this invention. 

[Drawing 14] It is a game exaggerated screen for explaining processing of the game 
equipment of the gestalt 1 of implementation of this invention. 

[Drawing 15] It is a game exaggerated screen for explaining processing of the game 
equipment of the gestalt 1 of implementation of this invention. 
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[Drawing 16] It is a KONTINYU screen for explaining processing of the game 
equipment of the gestalt 1 of implementation of this invention. 
[Drawing 1 7] It is the plan of the course for explaining processing of the game 
equipment of the gestalt 1 of implementation of this invention. 

[Drawing 1 8] It is the flow chart of path count processing of the game equipment of 
the gestalt 1 of implementation of this invention. 

[Drawing 19] It is the plan of the course for explaining path count processing of the 

game equipment of the gestalt 1 of implementation of this invention. 

[Drawing 20] It is the plan of the block for explaining path count processing of the 

game equipment of the gestalt 1 of implementation of this invention. 

[Drawing 21] It is explanatory drawing of distributed processing of the game 

equipment of the gestalt 1 of implementation of this invention. 

[Drawing 22] It is explanatory drawing of distributed processing of the game 

equipment of the gestalt 1 of implementation of this invention. 

[Drawing 23] It is the flow chart of external monitor display processing of the game 
equipment of the gestalt 1 of implementation of this invention. 
[Drawing 24] It is the flow chart of reader marker lighting processing of the game 
equipment of the gestalt 1 of implementation of this invention. 

[Drawing 25] It is the outline flow chart which shows an example of entry processing 
of the game equipment of the gestalt 2 of implementation of this invention. 
[Drawing 26] It is the outline flow chart which shows sub routine processing to a 
new participant setup of the game equipment of the gestalt 2 of implementation of 
this invention. 

[Drawing 27] It is explanatory drawing showing the example of entry processing of 
the game equipment of the gestalt 2 of implementation of this invention of operation. 
[Drawing 28] It is drawing showing the screen seen from the cockpit of the 
simulation vehicles of the game equipment of the gestalt 2 of implementation of this 
invention. 

[Description of Notations] 

10 [ — An output unit, 13 / — TV monitor, 14 / — A loudspeaker, 15 / — A display, 
16/ — Reader marker ] — The main part of game equipment, 11 — An input unit, 
12 



[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

I.This document has been translated by computer. So the translation may not 
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2.**** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 
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